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CHAPTER I

INTRODUCTION

Over the course of the twenty-first century, as well as the decades preceding it,
American society has experienced a cultural shift towards innovative technological
media, including forms of entertainment, modes of communication, and methods of
education. The prevalence of personal devices, interactive media, and immersive works
of fiction directly impacts the way students interact with education, as these forms of
media have gained popularity in both social and educational settings. Modern media has
become participatory and co-creative, and young people are able to become more active
in their interactions with these forms of media (Taylor 159). At the current rate of media
consumption, research shows that in the future, the next logical step in goals for
interactive technology include total immersion in virtual worlds, providing media that a
participant does not comprehend so much as experience (Flynt 90). This technologically
advanced society has changed not only what students experience, but also what students
need. Young people have become active participants in popular culture, and this makes
an integration of this active participation into the classroom essential. Students must
become more critically reflective of the media they consume, and “we can only achieve
this by recognizing and respecting their existing investments, skills, and knowledge as
media users” (Jenkins 31). As educators, we need to not only acknowledge the rise of
technology and new media in the lives of our students, but rethink what it is we want out
1

of technology in the digital age (Squire 15). Young people experience technological
immersion constantly, and actively consume it in a way that cannot be ignored as
educators attempt to tailor educational experiences that acknowledge the existence and
importance of that technology through the integration of new media into the classroom.
‘New media’ refers to multiple modern phenomena, from electronic communication to
forms of news distribution. Henry Jenkins discusses new media within the context of the
convergence and flow of content across multiple media platforms, a cultural event that
creates an alternative source of media power, or a “convergence culture” (Jenkins 2).
Any work that exists beyond print, which is sometimes termed ‘old media’, falls under
the umbrella of new media. Old media exists in print form, while most works
categorized as new media exist in some electronic or digital form.
New media is a facet of the study of rhetoric and composition because forms of
new media such as virtual worlds and computer games are “rich rhetorical and
pedagogical spaces for the teaching of writing and communication” (Alexander and Losh
2010). Furthermore, as people move into online communities to write and interact, areas
where rhetoric and composition scholars are “increasingly called upon to write in a
variety of contexts and to a variety of audiences”, teachers must reconsider how they
teach and discuss audience by accounting for “the emerging ways meaning is negotiated
via the newly possible reader/writer relationships that we encounter through new media
(Hunter 17). With the rise of explorations of new media in the literature and
composition/rhetoric classrooms, the academic study of videogames as literary texts is
one way instructors are responding to student familiarity with new media, gaining a firm
foothold in college courses and allowing students even to play games as an aspect of
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course content (Berger and McDougall 142). As this discipline becomes more legitimate,
so too does the field of gamification, a pedagogical style that incorporates elements of
videogames into activities and assessments in the classroom, particularly through game
elements such as reward systems and achievements (Erenli 20). While these two fields
both utilize videogames in the classroom, their approaches do not intersect; gamification
goes so far as to deliberately state its removal from playing videogames. The question
this raises is ‘why have the benefits and effects of these related disciplines never been
studied together?’ and ‘could scholars see more benefits of applying these methods to the
problem of student engagement by combining these two effective methods in the
classroom instead of keeping them separate?’
My thesis investigates the integration of videogame texts and gamification theory,
taking videogame texts and gamification principles and applying them to the first-year
composition classroom (or FYCC) both as texts for the class and for my instructional
approach. During my initial investigation questions regarding the nature of videogame
texts and gamification arose, such as ‘what is the difference between the game studies
and the use of gamification in the classroom?’ and ‘how do these methods increase
student engagement in the classroom?’ Game studies is the study of videogames in
diverse academic disciplines that focus on videogames beyond their technical creation
and mechanics. This academic study of videogames falls under diverse disciplines.
Games are now studied not only by designers and developers of game technology, but
now by scholars in fields that include Sociology, Psychology, Education, Art, and
Literature. The importance of videogames in popular culture created a demand for the
academic scrutiny of games beyond their mechanics, including the themes, audiences,
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and effects of videogames, leading to a new and expansive field of study. This field
focuses not only on the Ludology (mechanics and gameplay) of videogames but also on
the cultural impact of videogames in social and academic settings, examining the impact
of games on everything from teenagers to students to society as a whole (Provenzo 74).
Videogame texts are videogames that are studied as literature artifacts in a manner
akin to traditional literary texts in the classroom. Narrowing the field of Game Studies to
focus on applications in the disciplines of Literature and Language, the study of
videogames as literature has led to the use of videogames as texts in the classroom.
Videogames as literary texts and literacy artifacts function as “digital transformations of
conventional schooled literature” and have therefore gained footing in English
classrooms as valid subjects of study (Berger and McDougall 142). Though the narrative
action and literacy events take place in digital form, the use of the word ‘text’ applies to
the literary study of videogames much in the same way it does for film of television
‘texts’, as all of these texts have merits in a classroom studying different areas and lenses
of literary analysis.
Gamification Pedagogy is a pedagogical system that makes use of videogame
principles such as leveling up, achievements, and experience points to increase active
student engagement. Pedagogical practices, while in a constant state of evolution, have
recently undergone a shift towards a more active learning style for students (Gee 64).
One sub-field of active pedagogical models is gamification, a pedagogy that draws on the
application of videogame elements to contexts that originally had no link to game-related
elements (Erenli 20). In the context of pedagogy, this sub-field uses videogame
principles in the classroom with the goal of making activities and assignments that were
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previously considered tedious or uninteresting more engaging (Gianetto 196).
Gamification enlists game principles such as the earning of experience points, the
awarding of achievements, and a leveling system, to create higher levels of student
engagement and motivation in classrooms.
The use of videogame texts in the classroom is part of a movement towards
incorporating new media texts into undergraduate writing courses. This move directly
relates to issues of student motivation, and instructors have integrated media into their
lesson plans that goes beyond aspects of traditional literature with the goal of improving
critical engagement. Finding texts and methods that help create a more active learning
environment is therefore one of the top priorities in the field of composition studies, and
my research makes new headway in the direction of student engagement in the first-year
composition classroom. Using methods of gamification pedagogy and combining them
with the analytical study of videogames as texts in the writing classroom, I conducted a
semester-long pilot study investigating the use of principles of gamification theory when
recombining them with the game texts from which they originate. My hypothesis is that
this integration provides students with an experience of new media and multimodal
learning that challenges, engages, and inspires them in a familiar modern technological
mode.
I achieved this through combining both fields under the common theme, or genre,
of the course: a writing class focused on monsters. Using the word ‘genre’ in reference
to this research requires specific definition due to the varied meanings of the word when
discussing both literature and composition. Genre in criticism and rhetoric refers to
“social and rhetorical actions” that develop distinct but shared aims and structures when
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expressing their goals (Devitt 342). This definition of genre applies to the sub-divisions
in fiction and literature, but the ideas of written genre and textual genre remain distinct.
Keeping these definitions distinct allows for a clarity of discussion when examining the
study of integrated gamification. Games, as works of fiction, are usually subdivided by
genre, categorized by their common themes and structures (Wolf 113). However, this
categorization becomes confusing when it is referred to by the same name in the context
of the composition classroom. Therefore, I have chosen to make use of a different word
when referring to game genres in my study, focusing on a game’s theme rather than its
genre. Thus, the term ‘genre’ in this context refers to the different rhetorical moves and
actions made in writing assignments in the FYCC. The term ‘theme’ refers to the
common storytelling elements in a text, also commonly referred to as a fictional genre.
Using the theme of monsters, I assigned popular action-horror videogames
alongside classic literature and film texts as course content through a series of in-class
game demonstrations that allow students to play portions of those assigned videogame
texts. Students participated in a gamified assessment plan in concurrence with studying
these texts, one that awarded experience points for completed papers and in-class writing,
offered rewards for reaching higher levels, and made monster-themed achievements
available to students during the duration of the class. I refer to this combination of
disciplines as Integrated Gamification, a pedagogical method that combines the teaching
of videogame texts in the classroom with elements of gamification pedagogy under a
unified course theme. Building off of the prior definition of gamification, this term
describes the new pedagogical method I have applied to the FYCC, where I have chosen
to integrate aspects of the gamified classroom with a class that teaches videogame texts.
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My findings suggest that students find the integrated gamification classroom interesting
and engaging even when it is applied to a general education course such as courses that
fall under the FYCC category.
What follows is an in-depth examination of past and present scholarship in the
fields of game studies, gamification, and pedagogy, a recounting of the methodology
used to prepare for and execute this new integrated gamification classroom, and a
discussion of the results and findings of this pilot test classroom experiment.
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CHAPTER II

LITERATURE REVIEW

1. The Interest Problem: New Media and Critical Engagement in the FYCC
The convergence of old media with new media occurs in every aspect of student
life. College students make use of devices such as cell phones, which now are used for
more than simple telecommunication, to interact and engage with information from the
internet, to play games, and to watch previews of films and television series (Jenkins 16).
This convergence also impacts the way students and teachers consume media, allowing
for users to accomplish multiple tasks across multiple platforms. Students doing
homework may also listen to and download MP3s, chat with friends, respond to email,
and word-process a paper, “shifting rapidly among tasks” and demonstrating that
convergence involves both “a change in the way media is produced and a change in the
way media is consumed” (Jenkins 16). Integrating these forms of new media into the
classroom becomes important because of their presence across the full spectrum of
student life, interaction, and creation, and as educators seek to find methods to engage
students in areas where they are otherwise uninterested.
The issue of student engagement appears in general education requirements across
university curricula (Hawthorne 23). While many students enter freshman classrooms
with undeclared majors, the vast majority enter higher education with a specific field in
mind. The university system of the United States still requires certain general areas of
8

higher education for all students, and the attitudes students express towards general
education, or ‘gen eds’, demonstrates clear issues of a lack of both motivation and
engagement in the students who take those courses (Hawthorne 24). Recent pedagogical
approaches seek therefore to create a more engaged and active environment for
unmotivated students taking gen eds, finding ways for students to integrate the
knowledge they gain in a non-major classroom into their academic and future
professional lives and seek out new information, rather than view school as a “grueling
marathon” that uses decades old teaching methods in an attempt to reach students
becoming more and more distant from the standard lecture and exam models (Sheldon
10).
The lack of motivation students experience in undergraduate general education
courses stems from both cynical attitudes about the usefulness of higher education and
the divide created between academic knowledge and personal experience. Most students
entering university have already felt the pressure of earning a useful and relevant college
degree after completing high school, and their dealing with college bureaucracy and the
restrictions of academic process results in a profound level of boredom: “They are bored
youth, bored by the boundaries they assume exist in the learning process, bored by not
seeing connections between learning and living in their education” (Penrod 15). A
student studying mechanical engineering who must take a composition course, therefore,
sees little to no connection between their chosen field and this course requirement, which
increases this level of apathy towards their work. Even though college freshmen in the
twenty-first century engage in writing practices daily in a technologically saturated
virtual reality through social networking and text messaging, these students have been
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told that what they learn in the rest of their lives has no value in the classroom, and vice
versa (Jenkins 32). Though teachers across the curriculum and at all levels of education
agree that media is an essential part of student life, teaching this media focuses more on
the dangers new media poses rather than the potential it holds, creating an approach that
“closes the schoolhouse gates to the ideas and images children most value” (Jenkins 32).
These issues of motivation, therefore, stem from the perceived lack of intersection
between a student’s personal, media-rich life, and the knowledge they gain in the
classroom. In fact, student boredom and lack of interest is often blamed on a
technologically saturated culture, and often digital media’s common attributes, such as its
constant presence through the high exposure students have to smartphones and the
constant abbreviated communication they use through text-messaging, are perceived as
the reason for students being unable to focus, stay motivated, and produce content in the
classroom (Cullington 775-776).
Specific examination of motivation in the writing classroom concludes that
attitudes about both the importance and accessibility of being a good writer holds back
students in the FYCC. Writing has a reputation for being difficult, due in some part to
how generally recognized it is that people do it badly, and thus we rarely refer to people
as “writers” unless they have achieved a certain socially acceptable level of mastery in a
particular area of writing (Smit 20). For many students, the written language has been a
weapon that holds them in place, and for many others the problem of what constitutes
“good” written English has not come naturally due to social and cultural issues (Jenkins
34-35). The FYCC, therefore, becomes a prime example of an unmotivated student
atmosphere, where students are unable to relate to assignments and activities not only due
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to their own apathy, but the prospect of having to engage in what appears to be a skill
reserved only for the highly-trained or well-educated: writing.
Modern students do engage in writing practices more than ever, and these writing
practices are related to their consumption of modern media through technology. Our
world differs from the world of past generations in that it is more high tech and global,
suggesting that theories applied to learning in the past must be adjusted to apply to
students of the present and the future (Gee 5). A student entering college level academics
will have encountered over a million media impressions in their lifetime already, and
students do not enter the FYCC as “blank slates” that receive knowledge, instead
possessing immense knowledge of popular culture and media that they can actively apply
(Penrod 12). The modern student requires a modern classroom, and steps have been
taken towards shifting classroom attention towards innovation and working with new and
diverse textual types, stepping away from traditional curricula and moving instead
towards a classroom that exists within the context of the digital world (Beavis and
O’Mara 75). Further, the use of critical approaches in the digitally saturated classroom,
which recognize and challenge the status quo, work to expose biases and create positive
change rather than simply reproducing the existing social order, thus creating a more
active and interrogative style of classroom discourse (Selber 171-172). The question of
student engagement therefore comes with an answer, an answer that calls for a classroom
that emphasizes critical engagement with the media and culture students consume outside
of academia and using those elements and the principles that govern them to create a
more active and engaging learning environment that students care about, relate to, and
perceive as relevant to their lives.
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2. The Rise of Gameplay
One technological mode that dominates discourse among young people is the
immersive entertainment field of videogames. While videogames exist as popular
entertainment and pastimes for multiple age groups, this form of new media exists
beyond basic principles of play and has become a diverse and evolving area of academic
and cultural study. Game designers as well as scholars have put out a call for placing
videogames alongside other literary arts such as film and television because “they do
contain elements of narrative, and their narrative elements can be subjected to the same
criticism as other narrative arts” (Adams 68). The study of videogames as cultural art
objects and as literary texts demonstrate a shift in what it means to read a text and the
nature of textual “authority” in the digital age (Berger and McDougall 142). Videogames
have the potential to “integrate pleasure, learning, reflection, and expanded living in ways
that we expect from art” and it is this potential that has led to a strategic move towards
the study of videogames in academic fields (Gee 61). The elements games hold in
common with other forms of new media literature, such as film, most notably include
pre-rendered cutscenes, which grant game developers a method for “developing themes
character, and plots - elements of fiction that essentially allow the developer to construct
and interactive text and provide the game with a narrative structure” (Osborne 111).
Beyond narrative relevance, videogames also make up important symbol systems that
have a broad social impact for those who play them, creating learning experiences and
cultural development including and surpassing literary merit (Williams et. al 816). The
importance of games lies in their impact on student lives. While passions for television
and cinema remain, they are joined by enthusiastic discussions of games and gameplay,
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as well as trends towards students wanting to seek careers in game design and
development (Jenkins 203). This impact uncovers a strong potential in videogames to
educate and expand the minds of students, games being a bridge between “child-training
pressures and adult cultural forms” (Provenzo 74). These learning aspects combined with
the prevalence of videogames in society points towards a trend in integrating this new
media form into students’ academic lives as well as their personal lives.
Questions arise as to the actual usage of videogames by consumers in day-to-day
life, and whether or not games hold as much cultural impact as assumed by cultural new
media scholars. Evidence of meaningful gameplay exists as a part of human civilization
dating back thousands of years, accounts of games recorded in documents such as
Herodotus’ The Histories (McGonigal 5). Games and their technological successors,
videogames, exist as semiotic domains, human cultural and historical creations that are
“designed to engage and manipulate people in certain ways. They attempt through their
content and social practices to recruit people to think, act, interact, value, and feel in
certain specific ways” (Gee 36). Videogames move even beyond principles of basic
immersion, and act as a form of participatory theater “in which the player must navigate,
understand, and shape the virtual world in which they are immersed” (Osborne 114).
While this impact seems limited to a small niche subculture, studies indicate that the
divide between gamers and non-gamers is growing smaller, particularly in the United
States. According to the Entertainment Software Association’s annual study of
gameplayers in 2010, sixty nine percent of all heads of household played computer
games, the average game player was thirty-five years old and has been playing games for
twelve years, and most gamers expect to continue playing games for the rest of their lives
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(McGonigal 11). The most notable statistic that comes from this study involves the
gameplay habits of young people, citing that ninety seven percent of youth play computer
and videogames in the United States. While the level of expertise and use amongst this
group is not cited in this study, the numbers indicate a game-familiar youth, young people
who are familiar with and engage with the immersive worlds of videogames on a regular
basis. Typical users spend twenty to thirty hours engaged in immersive gameplay, with
other “power” users spending every available moment in virtual worlds (Castronova 1).
As videogames become more common in the lives and cultural experience of students,
scholars and educators will be challenged to develop new analytical tools and create a
new type of equipment for living (Gee 58). Immersive gameplay and interaction affects
students at every level from elementary school to college, and the prevalence of this
medium has inspired exploration of ways to bring videogames into the classroom.
Educational videogames remain a controversial topic, especially since the idea of
games as a waste of time still holds strongly in older generations. One point that arises
among those who see games as a waste of time is what James Gee calls “the problem of
content”. This problem, based upon common attitudes about learning and knowledge,
finds its roots in the idea that important knowledge, now usually gained in schools, is
content in the sense of “information related to intellectual domains or academic
disciplines”. Activities that are entertaining but do not involve these domains consists of
“meaningless play (Gee 22). This problem of content requires scholars to look at the
learning potential of games not necessarily as an issue of content learning but rather as
one of learning and expressing social practices, the very aspects of culture that generate
and question the relevance of content-based learning (Gee 22). Videogames function as

14

the spark of imagination in student minds, and create spaces for young people to
collaborate, develop problem-solving skills, and form what Henry Jenkins refers to as
“the digital equivalent of the Head Start program,” getting students invested in what
technology is capable of and how they can make use of it in their educational and
personal lives (Jenkins 206). Computerized games have been studied in laboratory
environments as well as other educational fields since their birth, a technological
innovation that rose from studies on Human-Computer interaction in the 1950s (Flynt
95). Since then the qualities and capabilities of videogames have only improved, creating
simulated environments for experimentation and play in fields ranging from political
science to Virtual Reality Studies (Castronova 142). However, due to the popular
perception of videogames as contentless learning experiences that waste time, the
integration of games into the classroom environment has frequently required certain
parameters for these games, attributes that make a game “useful” or “educational”. These
attributes include employing academic knowledge as a tool for achievement, piquing and
maintaining player interest, creating ideological worlds that demonstrate ways of viewing
and valuing the world, and encouraging social interaction that leads to productive
practices (Squire 36). However, the physical playing of games in the classroom and the
study of games in the classroom do not always intersect. As videogames become more
recognized as works of art and literature, these games become critical texts available for
academic analysis. This makes their value as educational tools more of a question of
their narratives and gameplay holding cultural examples of these critical fields that are
being enacted through a new technological mode, creating a content value in the field of
study rather than situated learning potential. Thus, both the playing of games in
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classrooms and the study of the cultural merits of videogame content have become
common in classrooms, becoming a part of curricula that involves new media
technologies as well as new media texts.
3. Videogame Texts in Academic Criticism and the Classroom
The study of videogames academic contexts extends beyond prior established
fields such as the sociological study of gameplay demographics and psychology of
gamers in regards to violence. Videogames appear in classroom curricula at both
introductory and higher levels of education, and a rise in the number of scholars
examining the literary qualities of videogames points to the validity and relevance of
videogames as a textual area for study and criticism. This precedent for the use and study
of videogames in the classroom further situates my research and provides context for the
continued use of videogames texts in the classroom.
The use of games in the classroom helps shift attention towards innovation in
working with new textual types, revisioning curriculum to reflect contexts of a digital
world (Beavis and O’Mara 75). Games also connect to a move towards interest-driven
learning, where teachers work to identify student’s passions and use them as a vehicle for
relating academic content (Squire 46). Much of this challenge lies in the perception of
school and academics as a boring and mandatory requirement: “School today for the most
part is just one long series of necessary obstacles that produce negative stress. The work
is mandatory and standardized, and failure goes on your permanent record” (McGonigal
127). While the preceding quote refers to elementary through high school,
aforementioned discussions of motivation in the FYCC notes the multi-leveled relevance
this idea holds: school is an obligation and traditionally does very little to engage
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students. However, the inclusion of games in modern curricula helps answer the question
James Gee poses: “Wouldn’t it be great if kids were willing to put this much time on task
on challenging material in school and enjoy it so much?” (Gee 2). The rise of
educational games in fields from history and math to science and foreign language works
to “marry good game design with strong educational content”, providing welcome relief
to under-engaged students, giving them new and relatable activities and reference points
for their academic lessons (McGonigal 128). At the higher level, videogames have
become valuable sites of exploration for scholars examining literature, and the ability to
engage with videogames as both texts and meta-texts has led to the opportunity to reflect
on ethical, ideological, and conceptual issues within game narratives and play (Folkerts
114). The integration of videogames in educational contexts and in scholarship has made
huge strides for recognizing videogame texts as relevant cultural artifacts, making the
field of game studies more widely accepted and relevant as an academic discipline.
Examinations of videogames through literary criticism centers primarily around
questions of narrative and storytelling aspects of those games. This is partially due to an
academic move to include literary analysis in the field of game studies. Past studies of
videogames looked at the game from a purely ludic perspective, which focuses on games
as a medium for interactive experience and not as an expressive genre (Osborne 110).
However, the function of narrativity in games is a significant element of the gameplay
experience, especially as these narrative interfaces become more advanced and more
reliant on cultural contexts that exist outside of the game interface (Apperley 21).
Comparative research that examines folkloric aspects of videogames notes that the story
of a game exists through its performance. Satisfying gameplay relies upon “the unique
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realization of this text through individual performance” and draws on the essence of
folklore, an art form that retains its essence through its inability to be “duplicated,
predicted, or generalized” (Miller 262-263). This performative aspect of videogames
creates a blend of academic lenses scholars apply to videogame texts in their research.
Examples of videogame scholarship and literary criticism includes perspectives
that consider literary genre, cultural prejudice, and racial representation. The survival
horror genre of videogames illustrates the proximity between horror games and
established Gothic fiction, the Gothic genre being a “trans-media genre” that translates
across different cultural forms such as film, television, and traditional literature (Kirkland
106). The mechanics of these games in particular contribute to the expression of Gothic
themes, aesthetics, narratives, and anxieties, and creates opportunity for a distinct manner
in which the medium operates, allowing for new transformations and interpretations of
both the text and the idea of Gothic texts (Kirkland 106-107). Other academic criticism
examines the potential games have as expressive texts and look at their shortcomings,
noting the potential an immersive medium has to portray diverse experiences. In a study
of racial representation in Resident Evil 5, the potential to portray African characters
beyond stereotypes is wasted, the game relying on cultural and literary tropes to build the
narrative and game world such as maintaining a view of Africa as a continent that must
be cleansed and settled, a role Africa has symbolized to the West in both social and
narrative views (Brock 443-444). Discussion of this ‘othering’ of a specific race uses
critical post-colonial lenses to draw attention to the problematic aspects of games that use
racial stereotypes in the same way scholars examine literature that displays these
problematic aspects (Brock 449). These two examples represent a broader field, one that
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connects the study of videogame texts to works of traditional literature by employing the
same critical tools to analyse the narrative and ludic structures those games display.
The use of games in academics and education extends beyond criticism, becoming
a teaching method as much as an academic subject. Charter schools such as New York
City’s Quest to Learn have taken videogame curriculum to the next level, creating an
entire game-based curriculum for a six through twelfth grade school (McGonigal 128).
While this school is an extreme example, other schools and courses have begun to take
these game principles and applied them in the classroom, taking the achievement-based
learning aspects of good videogames and using them to help motivate students. Good
videogames “give players better and deeper rewards as they continue to learn new things”
and heavily encourage self-motivated exploration of the game’s story and content (Gee
66). At the collegiate level, professors assign units in games such as Second Life to teach
students about architecture in a new technological mode (Castronova 141). The
groundwork for bringing videogames into the classroom exists, and it exists beyond ludic
connections such as game design. Studying videogames as literature results in studies
such as the aforementioned analysis of Gothic themes in survival horror, and extends into
the classroom both through playing games in the classroom and the evolution of the
classroom into a game itself. It is this gamifying of the classroom that I will explore next
as a new societal and pedagogical trend that innovates and motivates, leading students to
knowledge in more active and interactive modes.
4. Gamification in the Classroom
The rise of gamification, both in classrooms and in other social practices, comes
from the core tenet that this pedagogical style works for gamers and non-gamers alike. A
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background in games or gameplay is not required to understand or utilize the basic
principles of gamification, since the style makes use of only aspects of games, not the
jargon-heavy, complex learning curve found in many game cultures (Castronova 252).
Gamification therefore becomes not only relevant to students, but accessible to teachers,
making it a pedagogy that lends itself well to improving student engagement and
motivation (Erenli 20). The aspects of videogames that gamification incorporates, such
as point-based level progression, achievement systems, and goal-oriented learning,
provide positive feedback and organize goals in a way that demonstrates student
accomplishment. The power of games in student lives means that bringing that power
into non-gaming contexts is both worthwhile and impactful (Gianetto 206). Bringing
games into this non-game context therefore benefits students and teachers on multiple
levels.
Research into specific gamified systems indicates universal elements of game
principles that translate well to the classroom. Personal autonomy, that is, motivating
students to customize their experiences by providing multiple pathways to earn
experience points (XP), increases student motivation and provides multiple learning
strategies for students who may have different learning styles (Gianetto 202). Using a
linear system that rewards participation in activities and assignments creates a
transparent, more egalitarian system that rewards effort (McGonigal 130). Adjustments
to a traditional grading system function alongside this linear progression model, creating
a system that allows students to always gain points on a scale instead of experiencing a
pass/fail binary. If a student misses an assignment, in a gamified class the student will
not lose points in the traditional sense, their late work will result in a lower XP total
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(Sheldon 58). Earning experience and leveling up can replace or complement a letter
grade system, allowing students to participate in extra activities to earn the score they
want (McGonigal 130). These gamified systems reward student effort and active
learning, and does so in a way that rewards different learning styles by creating multiple
pathways for earning points and gaining levels. In a lecture class, if one student tends to
be more social and able to participate in discussion, they will reap the benefits of the
system, while another student in that same class who is less social can earn points
through writing posts on a class message board (Giannetto 203). If students are given a
learning model that allows them to play to their strengths, they will focus on those areas
and ultimately reap the benefits of the system, and be rewarded for the amount of effort
they are willing to put into their learning experience.
As a newer discipline, the benefits of gamification remain the subject of research
and study. However, certain points arise in regards to gamified classrooms that apply to
learning principles and heavily indicate the effectiveness of this pedagogical model as a
teaching method. Gamification encourages goal-oriented approaches to work, which are
“historically found to encourage human engagement in tasks that would otherwise be
considered unpleasant and undesirable to perform” (Gianetto 196). By creating a game
environment that actively engages students with its learning model, students will
approach the class less as a tedious chore and more as a beneficial acquisition of skills.
The principle of being able to earn points for missed assignments and perform additional
tasks to make up for lower scores. This low-stakes, cumulative grading system “replaces
negative stress with positive stress, helping students focus more on learning and less on
performing” (McGonigal 130). Students respond positively to an active learning
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environment that plays to their strengths and rewards effort through multiple learning
avenues, and gamification provides this environment.
5. Call for Integrated Gamification
Considering the benefits of gamification and the incorporation of videogame texts
into course curricula, it is surprising that the fields of gamification and literary game
studies remain separate in academic contexts. Gamification pioneers emphasize that the
method itself is a game, and does not aim to include videogames in a course curriculum
(Sheldon xiv). Gamification and game studies have similar goals, despite their desire to
remain distant from each other or make apologies for content. Both concepts see
videogames as valuable, either as a cultural artifact that holds building blocks for useful
pedagogical practices, or as an interactive medium of art and literature to incorporate into
academic discussions of critical theories. The division of these two disciplines, each
focused on becoming valid and relevant in its own right, results in pedagogical models
that do not take it to the next level. Merely including videogames in a course as a text for
discussion or integrating a few principles of gameplay is not enough (McGonigal 128).
The roots of gamification lie in videogames, as established by the definition of the
pedagogy, but the methodology focuses more on keeping gamification and videogames
separate, when the inclusion of both of these ideas has the potential to create a classroom
environment that is immersive across multiple areas of pedagogical practice. A
combination of the use of videogame texts in the classroom and the implementation of a
gamified course pedagogy makes a move towards connecting two disciplines in
academia, using the benefits of both to actively engage students in the classroom.
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Educators have made moves towards the use of both videogames and
gamification in their classrooms. Students learning about the lives of poor single parents
have been assigned the task of navigating a virtual reality in The Sims while undertaking
that role (Gee 357). Game design students taking courses in Multiplayer Game Design
have participated in gamified classrooms that draw directly on concepts of Massively
Multiplayer Online Role Playing Games (MMORPGS) in their gamified content
(Sheldon 59). While both of these concepts move closer to connecting the ideas of
videogames and gamification pedagogy, they still separate the two, or restrict this level of
immersion to game design education. Steps have been taken, but as noted above, it is
still not enough when a combination of the two models has the potential for a drastic
improvement in student engagement.
The research in this thesis, therefore, makes pedagogical moves to connect the
gamified classroom with the teaching of videogame texts in the context of literature, a
move I have defined as integrated gamification. This pedagogical style makes use of
gamified elements in grading and classroom structure that draw directly from specific
videogame texts that relate to the course theme. This pedagogical move resulted in a
pilot study of a FYCC, English 102: Composition II, that integrated gamification with the
study of videogame texts using the course theme of ‘monsters’. The FYCC functions as a
general education requirement that has historically experienced low levels of motivation
and participation, making this classroom an excellent environment to test the integration
of these two pedagogical models.
The pilot course design draws from gamification principles applied by leading
scholars in the field, and videogame texts that draw on themes relevant to the course
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materials available in the course textbook. What follows is the methodology used to
collect qualitative data from participating students and a recounting of the preparations
made for teaching this pilot class.
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CHAPTER III

METHODOLOGIES AND DEVELOPMENT

1. Introduction
I am interested in the pedagogical combination of videogame texts and
gamification practices. As detailed in the previous chapter, both models have
demonstrated the ability to increase a student’s critical engagement with course content,
but the two fields have never been combined. This study, therefore, is about how
students respond to the inclusion of both game texts and gamified elements in the FYCC.
The research questions I considered as I first undertook my study were the global
question: ‘What happens when game studies and gamification are integrated using a
common theme in the classroom?’ and the more specific questions of ‘How do students
respond to videogames and gamification in the classroom?’ and ‘Are students more
engaged in an integrated gamification classroom?”
My research focuses on students’ response to my integrated gamification
classroom. I therefore offer a case study of one classroom that depends on the lens of
ethnomethodology. The use of ethnomethodology in conjunction with a case study
appeals to me because of its approach to bringing together both cultural and cognitive
aspects of an observed group. A case study of a single classroom would focus on the
responses and behaviours of one group of students and be recorded through field notes
and student reflection of course format and content, affording the case an “in-depth”
25

research quality that allowed me to examine the successes and failures of the individual
course (Sheldon 9). This would also allow me to gauge the responses students had to the
integrated gamification classroom and gather results that could create a research baseline
for future examinations of critical engagement with games and game elements in the
writing classroom.
What follows is an explanation of my research methodology and the reasons for
choosing a qualitative method for collecting data regarding the pilot test of the integrated
gamification classroom. I will also include documentation of the official paperwork from
the Institutional Review Board (IRB) approving my research on human subjects. From
there I will discuss the origin of the concept of the integrated gamification classroom and
go into detail regarding the decisions I made in structuring and organizing the class. I
will discuss the gamification elements I selected and their connection to the course
theme, as well as the connection to the assigned course literature. I also will discuss the
creation of the syllabus and other class documents in this chapter, and copies of those
documents will be made available in the appendices.
2. Methodology
My research is broadly a study of classroom literacy, focusing on the use of new
media and digital literacies in the writing classroom. I align my work with scholars
interested in critical engagement with new media texts in the writing classroom, as well
as scholars interested in new and creative pedagogies in the FYCC. I chose multifocused methodologies due to the unique nature of my research material as well as its
integration of different pedagogies, and working with several methodologies allowed me
to draw diverse answers out of my research questions and the different areas they apply
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to in the classroom. I conducted a case study of a classroom using a qualitative
ethnomethodological research method combined with an ethnographic study.
The use of case studies in classroom research creates a baseline for future studies,
as well as an ideal location to test new theories and teaching styles. Some research into
the reading of games as literature made use of case study examples, examining the
response of a single class or of a small handful of classes to videogame texts in the
classroom. One such study focused on the teaching of a specific game, L.A. Noire, by
four groups of teachers and students in the United Kingdom (Berger & McDougall 143).
The choice of a case study method allowed researchers to draw from specific examples of
student and teacher reactions to the course material without the use of broad statistics,
focusing instead on interviews and written responses given by students and teachers
regarding the usefulness of the text in the classroom (Berger & McDougall 146). The
case study also gave practical instances of theoretical discussion, contextualizing
concepts surrounding literature and game texts with how those concepts were applied to
these select classrooms (Berger & McDougall 146). Case studies are also the most
common research methods used in studies of gamification pedagogy. Lee Sheldon’s
book The Multiplayer Classroom: Designing Coursework as a Game, features eight case
studies of gamified classrooms undertaken in a number of university environments as
well as a half dozen case study examples from Sheldon’s own classrooms that held
gamified elements (Sheldon viii). The usefulness of case studies combined with the
practical application they hold in past studies of gamification led me to wanting to
examine my classroom through the lens of a case study methodology.
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Ethnomethodology focuses on methods that can “help breach a longstanding
fissure in the field, between those who study only (or primarily) cultural influences and
those who study only (or primarily) cognitive processes (Kamberlis & Dimitriadis 142).
This form of research, fronted by Deborah Brandt in particular, suggests that researchers
focus on cultural forms and materials antecedent to the situations of their use, and is
governed by principles of reflexivity and reciprocity, and is a powerful tool for
investigating the processes by which people make sense out of themselves and their
writing in context (142-143). Brandt’s work, for example, is invested in understanding
how to translate cognitive theory of writing into “a more thoroughly social vocabulary as
a way of articulating the role of social context and social structure in individual acts of
writing”, by examining the know-how in play when students undertake the methods of
think-aloud studies (Brandt 315). In this way, she works with the ethnomethodological
principles of reflexivity, indexicality, and reciprocity of perspective, to demonstrate the
processes by which people make sense out of themselves and their writing in context
(Kamberlis & Dimitriadis 142). I chose to undertake an ethnomethodological study
because the bringing together of cultural and cognitive influences benefits a study
examining the critical response students have to new classroom practices.
I further combined this approach with aspects of an ethnographic study, a method
that uses field work methods and attends to ways of discovering and observing the uses
and meanings of literacy to specific groups of people that are already in practice (Street
1). Since my interest in student response to this classroom would depend on the literacies
they brought with them into the classroom as much as it did their response to new areas
of literacy, this method gave me tools to observe student behaviors and responses to a
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new classroom format and pedagogical style in the context of their past ideas of what is
involved in taking a writing class. Treating my classroom as a case, I engaged in an
adapted gamification pedagogy as applied to a single semester course of English 102:
Composition II (see course description and theme below). I expanded my methodology
by using a combination of ethnomethodological and ethnographic methods to determine
student responses to the format of the classroom, asking questions based on both the
cultural influences and cognitive processes associated with writing as well as taking field
notes on student behaviour and responses to the new pedagogical aspects of the course.
The two major research questions I considered were ‘What happens when game
studies and gamification are integrated using a common theme in the classroom?’ and the
more specific ‘How do students respond to videogames and gamification in the
classroom?’.
To answer these questions I conducted two surveys of the case study class: one
pre-semester and one post-semester. The first survey, given on the first day of class,
asked students about their previous experiences with writing in the classroom, as well as
their prior experience with videogame texts, and asked them to self-assess their interest
level in both past English courses and this new iteration of English course. The second
survey, given on the last day of class, asked students questions about their experience
with the integrated gamification class throughout the semester, as well as self-assessing
their performance in the classroom. about their. To see copies of the surveys, refer to
appendix A.1. Students were surveyed using documents approved by the Institutional
Review Board (IRB) and signed consent forms giving permission to use their work
anonymously for this study. Please see appendix A.2 for the IRB documentation related
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to the study. Student responses were also taken from the written reflection essays they
were assigned at the end of the semester, where they were asked in writing to reflect on
the class format and their progress over the course of the semester. Please see appendix
B.1 for a copy of the reflection essay assignment. Finally, I observed student behavior
and response to assignments and activities throughout the course of the semester,
focusing on student response to the use of videogame texts and to the gamified elements
of the classroom as well as the integration of those two aspects of the course.
3. Course Description and Theme
The Composition series course requirement at the University of Alabama in
Huntsville has two components. English 101, also known as Composition I, focuses on
writing argumentative essays under a general theme of writing studies and critical literacy
(Frost et al. 1-4). English 102, or Composition II, narrows the scope of research essays to
a specific course theme, but still focuses on critical and argumentative writing. I chose to
teach a section of Composition II for my case study because the second class in the
composition series focuses on a specific theme each semester, allowing me to use theme
as an integrative tool in my combination of videogame texts and gamification.
The texts used in Freshman Composition II come from the Fountainhead Press V
series. Instructors have the option of choosing from a collection of ten single-topic
readers that serve as the defining theme of the course for that semester, and these broad
themes range from Food to Death to Money (Fountainhead Press 2011). Each themed
textbook includes multimodal assignments, readings, and timely social issues that are
relevant to student interests. I chose the Monsters-themed book for my class because this
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theme lends itself best to my original research idea of integrating videogames and
gamification into the classroom through use of a relevant theme.
Monsters, edited by Brandy Ball Blake and L. Andrew Cooper, provided a
collection of multi-genre and multimodal readings and assignments, and as instructors we
were allowed to choose our readings and assignments from these texts. This book
became the overall theme for my section of Composition II, and the use of this theme in
writing assignments and assessments became the impetus for the development of a
gamified classroom system that used elements of games that shared thematic elements
with the Monsters book. This theme, therefore, became the integrative element that
solidified the bringing together of gamification pedagogy and the academic study of
videogame texts under a common theme. From there, I began to develop my gamified
elements and selected relevant videogame texts to complement the readings in the book.
4. Integration
When designing my pilot classroom study the key point, and key idea behind my
research, was integration: to examine what happens when I brought the elements of
game studies and the elements of gamification together. I brought the game texts and the
gamification elements together using the theme of the class. The gamification elements
were selected and named with the theme of monsters in mind, and the selected games
came from popular game genres featuring monstrous themes such as action role-playing
games (RPGs), survival horror, and first person shooter (FPS).
The first step in integration was ensuring that the theme of the course extended
beyond the topic of the assigned readings and research topics, infusing it into every
aspect of the class. In designing the course I played off the idea of the players learning
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about monsters, designing the course around a post-apocalyptic field-research bunker
narrative, where students signed up for the class had to undertake research to collect data
on monsters. English 102 became a survival horror game in and of itself, with specific
language and jargon related to the idea of the course being a research exercise in a
monster-infested world. Traditional aspects of a composition course, such as major
writing assignments and quizzes, were renamed to reflect the survival horror style of the
class. Writing assignments became Missions. Absences were referred to as ‘Lives’, and
students who missed a class meeting lost a life for that missed class. Major peer review
activities were referred to as Team Operations. For the full glossary and list of themed
gamified terms for the course, see the Course Tutorial in Appendix B.2. Finally, I gave
the course itself a name, referring to it not as English 102 or Composition II, but instead
by a creative game-style title, Into The Abyss, taken from a well-known Nietzsche quote:
“He who fights with monsters should be careful lest he thereby become a monster. And if
thou gaze long into an abyss, the abyss will also gaze into thee” (Nietzsche ch. 7).
The gamified elements of the class, while reflecting general gamification
concepts used in other experimental classes, were narrowed and tailored specifically to
the course theme. The clearest evidence of this was in the achievement names.
Achievements were named after specific references to both action horror videogames,
general videogame ideas, and monsters-related films, literature, and television. As an
example, the first achievement available to students, awarded for attending class on the
first day and getting the syllabus, was named ‘Welcome to the Hellmouth’, a reference to
the first episode of the television show Buffy the Vampire Slayer (Whedon 1997). In an
example that references a videogame text, the achievement students earned for turning in
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their final portfolio was called ‘For Science, You Monster’, a reference to the game
Portal 2, which explores the properties of monstrous Artificial Intelligence. For a
complete list of achievements, see appendix B.3.
5. Gamified Elements
I selected gamified elements for my gamified composition class based on two
factors. I first looked at gamified elements used by other scholars and academics in
published research. After examining that research, I adapted those concepts based upon
my own experiences with videogames and game terminology.
The work I drew the most information and elements from was the book referred to
above by Lee Sheldon. The book includes examples of gamified coursework used by
Sheldon himself in classrooms as well as multiple case studies from other gamified
courses. Sheldon’s book looks at the logic and pedagogical models behind the
gamification of classroom elements, and while he focuses on the use of MMORPG
elements in his classrooms, many of those elements are universal game elements that can
be adapted to the FYCC’s structure and goals.
5.1 Experience and Leveling Up
I had my introduction to videogames on my tenth birthday. My parents gave me a
Game Boy Pocket and two games: Pokemon Red and Tetris. I spent hours catching and
training pokemon, which involved wandering around the game world and pitting my
pokemon against the pokemon belonging to the game’s virtual trainers. Every time I won
a battle against another trainer, my pokemon would gain experience points, and if they
gained enough experience points, they would level up. Leveling up resulted in my
pokemon becoming more powerful and learning new moves, allowing me to move
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through the story of the game successfully. Though my gaming taste has evolved and
changed since my childhood, my love for the Pokemon series has only grown, and
principles from the Pokemon series have thus infiltrated the gamified elements of my
classroom.
The most common gamification element used in classroom environments is an
Experience Points, or XP, system, in place of a traditional letter grade system. The XP
system tracks student progress, accumulating points that then are applied to a linear
leveling system, much in the way these points and levels are applied in the pokemon
example given above. Sheldon’s work demonstrates several iterations of this model, one
a system that allows students to progress from level one to level twelve, and other models
going from level one to level twenty (Sheldon 6, 145). The benefit of the XP system and
its application to grades, already touched on in Chapter I of this thesis, lie in the fact that
students can make up for missed assignments and, rather than lose points, simply earn
less XP (Sheldon 58). From this model I designed a system that awarded XP for
attendance, for participation, and for turning in assignments. Players never lost XP for a
lack of participation, they simply did not earn it, so that a player attending a class session
will gain 10 XP and a player who does not attend a class session will gain 0 XP. This XP
would total up over class sessions and as players reached certain milestones they would
gain levels.
When creating my own XP and level system, I first calculated XP amounts for
class tasks. Attendance earned 10 XP per class session, participation in discussion
another 10 XP. Participating in a quiz earned 10 XP, and turning in major assignments
earned 50 XP and an achievement (see below). Assignments, renamed ‘missions’ to fit
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the course theme, were graded out of 100 points, resulting in students earning XP out of
100. From these totals as derived from the number of class meetings in the semester, the
number of quizzes, and the number of assignments, I created a level system that scaled
from level one to level twenty. I used a level model based on Sheldon’s leveling system
for his ‘Designing Interactive Characters for Digital Games’ course, taught at Rensselaer
Polytechnic in the Spring of 2011 (Sheldon 144) (see Figure 3.1). Note that Sheldon’s
classroom also had a ‘Skillz’ portion as a gamification element, that my pilot study did
not use. My XP totals lined up with both Sheldon’s model and my previously calculated
totals when I doubled the amount of XP awarded per level, resulting in a modified level
system (see Figure 3.2). This model features an earlier version of Sheldon’s scale, which
includes letter grade equivalents (Sheldon 6).
5.2 Achievements
In addition to assignments and attendance, the simplest way for players to earn
XP in the pilot classroom was the achievements system. A common element of popular
videogames, the achievement system rewards players for reaching particular milestones
or unlocking special secret goals. In the game Bioshock, one of the games selected for the
Into The Abyss syllabus to pair with the lesson on Dr. Jekyll and Mr. Hyde, players can
earn achievements for completing specific narrative aspects and levels. such as the
achievement ‘Completed Welcome’, awarded for completing the ‘Welcome to Rapture’
level, the first level in the game. This achievement is worth 10 Gamerscore on the Xbox
360. Gamerscore is the Experience Points equivalent on the Xbox system.

35

Level

Skillz

XP

Level Twenty

1000

Level Nineteen

930

Level Eighteen

900

Level Seventeen

5

870

Level Sixteen

830

Level Fifteen

800

Level Fourteen

5

770

Level Thirteen

730

Level Twelve

700

Level Eleven

670

Level Ten

5

630

Level Nine

510

Level Eight

410

Level Seven

320

Level Six

240

Level Five

5

170

Level Four

110

Level Three

60

Level Two

20

Level One

0

Figure 3.1: Sheldon’s XP model.
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Level

XP

Letter Grade

One

0

F

Two

40

Three

120

Four

220

Five

340

Six

480

Seven

640

Eight

820

Nine

1020

D-

Ten

1260

D

Eleven

1340

D+

Twelve

1400

C-

Thirteen

1460

C

Fourteen

1540

C+

Fifteen

1600

B-

Sixteen

1660

B

Seventeen

1740

B+

Eighteen

1800

A-

Nineteen

1860

A

Twenty

2000

A+

-

Figure 3.2: Adapted XP model for pilot classroom.

There are also secret achievements that players don’t know about unless they
discover them while playing the game or look them up on a Game FAQ website. An
example from Bioshock is the achievement ‘Irony’, awarded to the player if they use the
research camera to take a picture of mini-boss Sander Cohen’s corpse. The achievement
is named ‘Irony’ due to the quests Cohen sent the player on earlier in the game, making
them take photographs of specific enemies to complete his ‘masterpiece’, and is worth 10
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Gamerscore on the Xbox 360. These examples demonstrate different kinds of
achievements, that achievements earn XP or the equivalent, and that they often have
amusing or clever names that function as inside jokes for the players of the game. To
translate the achievement system into a gamified classroom environment, I looked at one
of the case studies in Sheldon’s work, combining these examples with notable milestones
in my pilot classroom beyond the level system. The case study, conducted at Louisiana
State University by Dr. Jessica Broussard, gave achievements for student participation on
blog posts in her Introduction to the Study of Education course (Sheldon 134-5).
Achievements given for accomplishments had unique names, much the way they do in
popular videogames, such as the ‘High 5’ achievement, which rewarded students for
posting well-written comments on each other’s blogs (Sheldon 136). Other achievements
included the ‘Good Sport’ achievement, awarded to students who responded graciously to
any devil’s advocate comments the instructor made on their posts. Originally the
achievements existed for their own sake, and students had little interest in doing extra
work to earn them, but right before the midterm Broussard changed an aspect of the class:
achievements could be converted into XP, which contributed to the students’ final grade
point calculation. This XP incentive led to a dramatic increase in student participation,
all of them looking to earn more achievements and go out of their way to write insightful
blog posts (Sheldon 137-8). When asking her students about why there was a sudden
increase in students earning achievements, they said “well, they finally had a point”
(138). The combination of achievements and experience thus led to development of my
own model of an achievements system.
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I constructed a list of achievements based on milestones players could reach
during the pilot classroom. Each achievement had a designated amount of XP based on
its difficulty and importance in the course, as well as a unique name. Names were based
upon both the topic of the achievement and references to videogames and popular culture.
An achievement earned for attending every class session early or on time was thus named
‘Early Bird’ and was worth 10 XP. The achievement for completing the first major
mission was named ‘Son, we just crossed the street’, a reference to the videogame Left 4
Dead, was worth 50 XP (See Figures 3.3 and 3.4).

Figure 3.3: Achievement Image for ‘Early Bird’.

Figure 3.4: Achievement Image for ‘Son, We Just Crossed the Street’.

Achievement images were created on the now defunct website http://saysit.com/achievement/xbox.php to give students a visual reminder of their progress. Each
achievement had a unique image as well as unique text, and players who earned these
achievements would receive an email containing the appropriate image.
5.3 Avatars
The avatar system comes from Sheldon’s gamification model as well as common
internet and gamer vernacular. According to Sheldon, an avatar is “the online
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representation of a participant in a game or social network”, and avatars have become
synonymous with internet screen-names, usernames, and personas as well as the names of
players in online games (30). Avatars in the classroom function as personas that students
use during class discussion, during online interaction, and in informal assignments.
Students in the pilot classroom were instructed to create an avatar before the second class
meeting, which functioned doubly as an icebreaker exercise for the second class session.
The avatar, while also their username for the class discussion board, gave the students an
opportunity to create a persona that was relevant to their out-of-class interests, and the
icebreaker exercise involved sharing not only the username, but the reasoning behind the
username. When students created their avatars on the class message board, they had the
option to upload a relevant picture to represent themselves in discussion (See Figure 3.5).
For the avatar assignment and a complete list of student avatars for the pilot classroom,
see Appendix B.4 and B.5.

Figure 3.5: Example student Avatar.
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The use of avatars tied in with the establishment of the classroom environment as
a game environment (Sheldon 36). Players, when called upon in the classroom, were
addressed by their Avatars, and as the semester went on, they addressed each other by
those names as well.
5.4 The Discussion Board
Due to the course material, which was primarily a series of reading as well as
writing assignments, class discussion was a mandatory aspect of participation. However,
experience teaching in the past indicated that not all students felt comfortable speaking
up during class discussion. To overcome this obstacle I used a model outlined in a study
by Giannetto et al. that suggested an online interaction system. Students who interacted
via a chatroom to discuss the material received the same amount of participation XP as
students who discussed the material during class (Giannetto 203). Using a variant of this
model I created a message board for free using proboards.com where students could post
responses to the assigned readings. These postings would count as participation XP,
allowing students who had trouble speaking up in class but wanted to guarantee those 10
points the chance to do so through an alternate method. Creating multiple avenues for
success gives students a sense of autonomy, allowing them to take an active role in their
education (Giannetto 202). The message board contained threads for each of the assigned
readings on the syllabus, which also gave students the option of responding ahead of
time.
5.5 The Leaderboard
Competition is the heart of the early videogame: arcade games often have a mode
that allows players to compete against each other, and even solo modes of play kept track
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of points earned. Arcade consoles record these points and players earning high scores
have the opportunity to enter a name next to their ending score, which is displayed after
the end screen on a leaderboard. This system of tracking points and displaying
leaderboards has also appeared in games for smart phones and games on social media
sites such as Facebook, allowing the player to see how well they have done in
comparison to their friends and thereby fostering recognition and competition in users,
two things that encourage personal motivation (Gianetto et al. 205)..
I designed a leaderboard page for the class Google Site that would keep track of
all players’ XP as the semester progressed. Player usernames appeared on the page next
to their experience totals, organised from highest to lowest and divided by level. Using a
leaderboard that displays progress fosters feelings of accomplishment as well as
recognition and competition in users of the gamified system (Giannetto 205).
6. Pilot Class Content
I used multiple resources to select specific course content, drawing from a
specific textbook to design lessons based on overarching principles of monstrosity and
draw correlations between the game content and textbook content.
6.1 The Textbook
As mentioned above, the course textbook defined the course theme, and therefore
became an essential element of constructing the gamified FYCC. Using copies of past
syllabi used in iterations of the monsters-themed class, I selected eleven readings from
the book for students to read over the course of the sixteen-week class period. I also
divided the readings up by specific sub-themes of the monstrous that students could draw
inspiration from in their own research topics. Readings ranged from excerpts from
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classic literature - including Frankenstein, The Strange Case of Dr. Jekyll and Mr. Hyde,
and Dracula - to essays about specific groups of monsters, such as zombies, and excerpts
from Sigmund Freud’s The Uncanny. Sub-themes addressed in the class were chosen to
give students a broad scope of the topic, allowing them to choose their own research topic
within the course theme.
The major sub-themes of the course started with general examinations of the
theme of monstrosity and then focused on specific monsters and concepts. While class
sessions were also dedicated to peer review, writing workshops, watching films, and nonreading based discussion, the reading list and theme list constituted eleven separate
reading assignments (See Figure 3.6). While other readings related to the composition
process were assigned, these readings were not associated directly with the course theme
and so are not depicted in figure 3.6. For a complete list of readings, see the course
syllabus (Appendix 2.6).
6.2 The Games
Games related to the course theme were selected after the reading assignments
were chosen and written assignments were chosen and constructed. I selected games
within multiple genres, but all of the games maintained some level of the idea or
discussion of monsters or the monstrous. I selected some games based on academic
reading I had done on videogames that had been analyzed as literary texts, and other
games based on their being referenced in course reading materials. Other limiting factors
included game availability and classroom technology.
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Date

Briefing Topic/Theme

Reading Assignment (all from Monsters)

8/25/2014

Monster Culture.

Introduction; Monster Culture: Seven Theses
(Blake and Cooper p. 1-10; Cohen p. 11-34).

8/27/2014

The Uncanny.

Excerpt from The Uncanny (Freud p. 171-191).

9/3/2014

Parasites and Perverts.

Parasites and Perverts: An Introduction to
Gothic Monstrosity (Halberstam p. 123-136).

9/10/2014

Dracula (Film).

Excerpt from Dracula (Stoker p. 113-122).

9/24/2014

Monsters, Violence, and Excerpt from Killing Monsters (Jones p. 219the Media.
229).

9/29/2014

Monsters as the
Mindless.

George Romero’s Zombie Films: A Plague of
Meaning (Blake and Cooper p. 55-61).

10/6/2014

Creating Monsters,
Critiquing Society.

Excerpt from Frankenstein; Frankenstein: A
Feminist Critique of Science (Shelley p. 35-42;
Mellor p. 43-54).

10/20/2014 Monstrous Points of
View.

Excerpt from The Strange Case of Dr. Jekyll
and Mr. Hyde (Stevenson p. 79-93).

10/22/2014 Monstrous
Representation.

Civilized Vampires versus Savage
Werewolves: Race and Ethnicity in the
Twilight Series; The Horrors of Race and
American History: Candyman (Wilson p. 155172; Blake and Cooper p. 173-178).

Fig. 3.6: Readings selected from the Monsters textbook.

Six videogames were selected for session demonstrations (or ‘demos’), and each
was somehow related to either the sub-theme of the day or the reading assigned for that
day. Game demos were performed using either an Xbox 360 console or a laptop
computer. The selected games were listed on the syllabus and students were warned
about the disturbing content of some of the games. The six games selected for demo
sessions each related to specific aspects of the monstrous, and all included active
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participation in gameplay by members of the classroom (for a list of games please refer to
the syllabus in Appendix B.6). Actively using videogames in the classroom itself was
intended to create a deeper level of immersion for the players of the gamified classroom.
Instead of choosing from many video walkthroughs and Lets Plays of videogames
available online, I brought console and computer hardware into the classroom myself
along with the games scheduled for that day. As an example I will describe the first
game demonstration, which took place on August 27th, the day Sigmund Freud’s The
Uncanny was assigned for pre-class reading (see Appendix B.7.2 for the entire lesson
plan from this day).
The class session began with a discussion of the reading assigned that day,
specifically drawing attention to elements of the uncanny in relation to the monstrous as
it had been discussed in the session before. After roughly half an hour of discussion, the
class turned their attention to the game demonstration, which was the game Silent Hill 2
for Xbox 360. After asking for volunteers, a handful of players took turns with the Xbox
controller and actively played the game, while other players in the class gave suggestions,
shouted encouragement, and made comments. While occasionally I would ask specific
questions about how the game content related to the reading assignment, I remained
mostly silent during the game demo, allowing players to make connections themselves.
The game demo lasted roughly twenty minutes, and the class session ended with a group
discussion of elements of the Uncanny as they applied to Silent Hill 2. For a more indepth description of this class session including field note observations, see the Results
chapter.
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This interaction with the game functioned as an active critical engagement instead
of the watching of game footage, which produces a level of interactivity akin to watching
film and video clips in class. The inclusion of game demos allowed students to engage in
productive play and play behaviors, interacting with each other as well as with the game,
a process that encourages a specific kind of happiness referred to as ‘flow’, which is “the
satisfying, exhilarating feeling of creative accomplishment and heightened functioning”
(McGonigal 35). This resulted in a more critical engagement of the games as narratives
and as cultural artifacts.
7. Documents and Assignments
In order to help students maintain a clear understanding of the format of the
course, I constructed several documents, both print and digital, to give them written
material to reference whenever they encountered something unfamiliar. Other aspects of
course content that functioned differently than a normal classroom included the
assignment structure, and this is therefore described below in more detail.
7.1 The Syllabus
The Syllabus for Into The Abyss included the necessary components of the syllabi
required by the department, such as instructor office hours, required work, and course
description. However, the syllabus also included a full schedule that included listings of
the games assigned for the course as well as readings and film viewings. Unlike other
syllabi, Into the Abyss included a content warning, referred to in internet vernacular as a
‘trigger warning’, to inform students about the potential disturbing content of a course
regarding monsters. To see the syllabus in full, please refer to Appendix B.6.
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7.2 The Tutorial Document
In addition to the syllabus, students were given a tutorial document that explained
the gamified content of the course. This document featured explanations of
achievements, avatars, and other game-specific terminology required to understand the
class. The purpose of this document was to provide students with information about the
course that would be valuable to them, much in the same way that many videogames
begin with a tutorial level that instructs players on the basic mechanics of gameplay to
allow them to begin the game. This document also included a full list of achievements so
that students could track which achievements they earned over the course of the semester.
To see the tutorial document in full, please refer to Appendix B.2.
7.3 Grading and Character Sheets
All grades were tracked using the experience scale listed in figure 3.2. Every
main mission was graded out of 100 points, a system that allowed students to see the
percentage equivalence on returned missions. Every mission earned two different sets of
points: the first set were the points earned as part of the achievement that corresponded to
the mission, the second set the grade earned out of 100 points. As an example, a student
turning in Mission 1 would earn Achievement 15 (pictured in Figure 3.4) and 50 XP on
the day the mission was due. That same student would go on to earn up to 100 additional
XP depending on how well they did on that mission. In this way, students were able to
earn up to 150 XP on a single assignment, and received XP just for turning in a Mission,
even if that mission was incomplete. For an example mission, please see appendix B.8.
Student XP was first recorded in a daily roster excel spreadsheet, which tracked
the student’s class participation, level, and total XP. For an example roster, see appendix
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B.9. This XP was then transferred into individual excel spreadsheets, referred to as
Character Sheets. The students did not have access to these documents, but were able to
view them during the debrief (the individual conference) at midterm to gauge their
progress in the class. These character sheets provided both a running total of student XP
and tracked where each point was earned. For example: A student who attended class on
the first day had the opportunity to earn 10 XP for attendance, 10 XP for listening to the
first briefing (the class lecture), and 5 XP for earning Achievement 1: receiving the
syllabus. Each of these XP earning areas was recorded individually in the column for the
first day, and the total added to the bottom row of the sheet. To view an example
character sheet (with the student’s username removed), please see Appendix B.10.
7.4 The Website
The course website was a Google Site where I posted upcoming assignments,
readings, and a link to the course discussion board. The website also contained a master
list of achievements and the Leaderboard, where students could view their progress in the
course in relation to their fellow players (see figure 3.7). The website was updated two to
three times a week as XP was calculated, the most common updating times being Sunday
evening and Tuesday evening, the nights before the next class session.
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Figure 3.7: screenshot of the final course leaderboard
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CHAPTER IV

RESULTS AND FINDINGS

1. Results
The results section consists of information from the pre-semester and postsemester survey, including long-form responses, and the findings from my case study
observations. The surveys demonstrate that students’ self-assessment of their writing
ability improved over the course of the semester, and that students were more interested
in the environment of the integrated gamification classroom than in past writing courses.
Responses in student reflection essays corresponds with evidence from the survey, and
these results are further confirmed through notes that confirm that students found Into
The Abyss to be a more engaging classroom format, one they would participate in again if
given the opportunity.
1.1 The Pre-Semester Survey
The pre-semester survey consisted of eleven numbered questions, as well as
spaces to fill in the participants’ academic year and major. The survey, along with a
consent form, was administered to the twenty-three students enrolled in the class on the
first day of the fall semester. Of those students, seventeen consented to having their
information used in this study. To examine the raw survey data, please see appendix C.1,
and to see all data in graph form, see appendix C.4.
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1.2 The Post-Semester Survey
The post-semester survey consisted of eleven numbered questions, as well as
spaces to fill in the participants’ academic year and major. The survey was administered
to the twenty students present in class on the last day of the fall semester. Of those
students, fourteen had previously consented to have their information used in this study.
The post-semester survey also included a write-in response to a final question, which
asked ‘What additional comments do you have about the format of this class and its
effectiveness in teaching course content? To examine the raw survey data, please see
appendix C.2, and to see all data in graph form, see appendix C.5.
1.3 Case Study Field Notes
While every class session included elements of integrated gamification such as
achievements and opportunity to earn XP, the days that featured the most integrated
gamification elements were the ones that included in-class game demonstrations. For the
purpose of these results, I now offer a case of one of the class sessions that demonstrates
the complexity of the gamified classroom when combined with a practical in-class game
demonstration. The class session, previously mentioned in chapter III, featuring an inclass demonstration of Silent Hill 2 and a discussion of an excerpt from Sigmund Freud’s
the Uncanny. I elaborate in the field notes below to offer the results that prove an
increase in student engagement with the course material as a result of these elements of
integrated gamification.
Session three met on August 24th, 2014 from 12:45pm to 2:05pm. Due to
technical restrictions, I swapped classrooms with a colleague so I could have access to a
projector that could connect using a HDMI cable. I arrived in class several minutes early,
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knowing I would need extra time to set up the main component of the game
demonstration: my Xbox 360, which I brought with me from home, along with a
controller and a copy of Silent Hill 2.
The atmosphere in the classroom changed immediately when the Xbox came out
of the duffel bag I’d been storing it in. Students were sitting up a little straighter in their
desks, leaning to each other and asking questions while glancing toward the front of the
room. The mere act of bringing the game console into my classroom had gotten the
students to pay attention more than they usually would. Even though they had been made
aware of the material to be covered that day via the syllabus, I had maintained a level of
mystery regarding exactly how class discussion was going to include Silent Hill 2. It is
also worth noting that no students were absent from the class on that day, though this
could have been due to this game demo taking place during the third class of the
semester, and this being the first game demo.
After ensuring that the equipment functioned and that the game actually worked, I
shut down all the game equipment and took my place at the head of the class, noting the
students still looking at the game controller and system. I began the session the way I did
each class session: announcing that of the twenty-two people enrolled in the class, twenty
were now at level two, and that all students should check their emails for notifications of
achievements and level awards. All students who had presented on their avatars in the
previous class had received Achievement 2, which earned them 5 XP. After covering this
material, and other administrative material for the day, I gave students a summary of
what we would be covering that day. We would be discussing the reading for the day Freud’s The Uncanny - and relating that reading to aspects of the monstrous that we had
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covered during the previous class session. After that discussion we were going to do a
live demo of a game that included aspects of the uncanny as described by Freud, and this
would involve actual portions of the game being played in class. Played not by me, the
instructor, but by the students.
The effect was noticeable. While the syllabus had alluded to the inclusion of
videogames in the classroom, it had not explicitly stated that students would have the
opportunity to play during class time, and even the students who had played little to no
videogames were intrigued by the prospect of actual student gameplay in class as
opposed to a video of gameplay or teacher demonstration. This attentive energy carried
into the class discussion of the Freud reading, where fifteen of the twenty-two students in
attendance contributed to that discussion.
While I let the students carry the vast majority of the discussion, I guided it
towards specific points that related Freud’s ‘uncanny’ to the monstrous. In that same
vein, I guided discussion towards specific areas that students could then look for during
the Silent Hill 2 demonstration. One of the key aspects of the uncanny that Freud notes is
how feelings of the uncanny coincide with dream-states and the feeling of a level of fear
that coincides with the return to something familiar (Freud 180). Other aspects I ensured
the class noted were how the uncanny relates to a level of uncertainty one has regarding
the life of an object, the presence of doubling or “doppelgangers”, and how the uncanny
is related to the person who experiences it having repressed feelings from their past
(Freud 185-190). The discussion was productive, but I could see that students were
wondering as they made note of specific aspects of the uncanny, ‘how does this relate to
Silent Hill 2?’ I voiced this question to them, and several of them agreed that they had

53

been wondering exactly that, especially since none of the students had played that
particular Silent Hill game, even if they were familiar with the franchise.
After starting up the game, I let the opening cinematic play, giving the students
basic context for the game’s scenario, which is that the main character, James, is
returning to the town of Silent Hill after receiving a letter from his wife, Mary, who died
three years ago. I asked for volunteers to play through the first part of the game, and
about three students raised their hands, most of them preferring to watch the first
videogame demo rather than play. I encouraged these students to participate in other
ways than actually controlling James by providing suggestions and advice for the student
holding the controller. This led to the students playing the game as a group, with one
student actually using the controller and others giving advice and helping them figure out
how the game worked and what buttons corresponded to movement. This was easier said
than done, and one of the reasons why I selected Silent Hill 2 to be played on the same
day I assigned the Freud reading.
A traditional third person point-of-view game for the Xbox 360 is set up so the
camera is behind the character, usually with the character in the center of the screen or to
the left of the screen, as seen in the game Resident Evil 5, which was also played during
Into The Abyss. The main character, Chris, is displayed to the direct left of the camera,
and moving the controller sticks dynamically controls the direction he faces and moves
(see figure 4.1) (Widescreen Gaming Forum). This allows the player to see in front of
the character they are controlling and easily interact with the environment.
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Figure 4.1: Screenshot from Resident Evil 5.
All movement and interaction is dictated by use of the Xbox controller, which has
a traditional set-up for third-person and first-person games (see figure 4.2) (Xbox
Forums). The two sticks on the controller govern directional movement (left stick) and
character orientation in the environment (right stick), allowing the player to not only
direct the character forward into any scenario, but also rotate and maintain a camera
angle that allows the player to see obstacles and situations in front of them. I refer to this
as dynamic character movement, where the player can direct the character to move left,
right, forwards, and backwards using the left stick, and those movements are tied to the
rotational movement of the right stick, allowing the player to orient the character to
always face forward even when that character makes directional turns.
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Figure 4.2: Example Xbox controller.
For example, in a traditional 3rd Person game such as Resident Evil 5 (See figure
4.1 above), if the player wanted to direct Chris to move forward and then face the house
on his left, they would consistently move the left stick forward, while turning the right
stick to the left, causing the picture to reorient so that Chris now faces the house.
The controls for Silent Hill 2 do not function in the traditional manner described
above. For example, using the left stick on the controller does not always move the
character in the corresponding cardinal directions, and does not work in tandem with the
right stick. Silent Hill 2’s controls do not make use of the right stick, meaning that the
orientation of the game is always fixed. In this way, sometimes James will move across
the screen from left to right when being commanded to move straight ahead. At other
times, the picture of the game will move so that it is facing James, making it impossible
for the player to see exactly where James is going. Looking at figure 4.3, when the player
moves James, the screen remains static, so moving the stick forward moves James
towards the sink in the foreground rather than turning him around and moving him
towards the door, the way it would in a typical third-person videogame (image courtesy
of Geek Improvement).
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Figure 4.3: Screenshot of the first area of play in Silent Hill 2.
The difficult and cumbersome controls that force James to walk into situations
blind takes simple actions such as interacting with objects and moving from one point to
another on a map and makes them more complex, which serves two purposes in the
context of a lesson about the uncanny. First, it creates a form of movement that is
counterintuitive and difficult to control, not unlike the way movement can be in a dream
state. Second, it causes simple tasks like opening doors or hitting monsters with a twoby-four to become more complicated than simply pointing and hitting the A button. This
added level of difficulty can make even the earliest monsters difficult to dispose of,
something uncharacteristic of most games, that give players the opportunity to practice
weapon usability on easier monsters. This elevates the fear response, another key aspect
of things deemed uncanny, and takes something familiar, such as the usability of an Xbox
controller, and makes it unfamiliar.
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While I had this knowledge of the game going into the class session, the students
did not know that the controls of this particular game would behave differently, and even
though the three students who volunteered to play the game for the class had videogame
experience, each of them commented on how cumbersome and difficult the controls
were. One of the main interactions students had at the start of the demonstration was
discussing how difficult the controls were. The first student at the controller, Avatar
name Durbatuluk, complained about the controls, and another student, Cox Box, made a
comment that there was no way they could be all that difficult, because game controls are
all the same. When he had the chance to use the controller during the game demo,
however, he was surprised, commenting that the controls really were “a mess”. “Why do
you think the controls are so different from a normal game?” I asked him, and the rest of
the class by proxy.
The students had several suggestions, including ‘bad game design’, ‘it’s an old
game’ (the game was released in 2001), and ‘the game wasn’t originally for the Xbox.’
All of these suggestions were valid, and I told them so, encouraging them to come up
with whatever interpretations they could come up with, much in the same way I would
for a discussion on a literary text. When I asked students how the mechanics of the game
related to the arguments in the Freud reading, several of them made the connection
between the difficult movement in the game with the way that people move in dreams, an
aspect of the uncanny brought up during the class discussion. I had two students play
through the first ten minutes of the game, which introduced the setting of Silent Hill and
gave students the opportunity to experience the uncanny elements of the setting, such as
the constant fog (a reference to a fear of the “primitive”, or what lies just beyond our line

58

of sight). The other major aspect of the uncanny in the game is the uncertainty of the life
of objects, which appeared in the second segment of playthrough. This section involves
James trying to navigate through an old apartment building. There are old damaged
mannequins in several of the rooms that look similar to the monsters that appear in the
hallways and other rooms, meaning it is difficult to tell if you’re encountering a threat or
entering an empty room. In the case of one room, there are two dressmaker’s
mannequins wearing clothes and one monster commonly referred to as a ‘Mannequin’
monster because of how easily it is mistaken for a lifeless object (see figure 4.4) (Let’s
Play Archive).
This second section, and the final section of the in-class demonstration, included
both doubling and the sexual aspects of the uncanny, which Freud describes as
manifestations of repressed desire. Towards the end of this second portion of
playthrough, James encounters the game’s primary villain, known as Pyramid Head,
sexually assaulting two of the Mannequin monsters, in one of the rooms. Pyramid
Head’s assault of the Mannequin monsters, combined with his warped and gruesome
appearance, creates an atmosphere of monstrous sexuality throughout the game (see
figure 4.5) (Silent Hill Wiki).
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Figure 4.4 Screenshot of James in a room with two dress mannequins and one
‘Mannequin’ monster.

Figure 4.5: James encounters Pyramid Head.
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The final section of the demonstration includes other sexualized monsters: the
Nurses, who are clearly monsters but dressed in revealing outfits (see figure 4.6) (Silent
Hill Heaven). Students noted this sexualization in particular as disturbing and taking
something that would be attractive in one context and placing it into another context to
make it disturbing.

Figure 4.6: James and Maria encounter two Nurses in the abandoned hospital.

This final section of in-class game demonstration included investigating an
abandoned hospital with the help of Maria, a character who is clearly a double of James’s
wife Mary, something James notes upon first meeting her (See figures 4.7 and 4.8)
(Silent Hill Wiki, Let’s Play Archive).
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Figure 4.7: The photo of Mary James carries with him.

Figure 4.8: James encountering Maria for the first time.
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Maria’s presence is an integral part of the climax of the game, which we did not
investigate during class due to time constraints. After the students played through these
three scenes, which took roughly thirty minutes, we continued the class discussion with
incorporation of the game’s subject matter and how it related to the Freud reading.
Students who played in the game demonstration earned participation points for the day.
This first game demonstration is a basic model of how the other demonstrations
were formatted during the class. Each game was paired with a reading assignment, and
the reading assignments in conjunction with the gameplay created the discussion material
for that day.
2. Findings
Due to my interest in student response to the integrated gamification classroom,
the answers most worthy of note for this study in the pre-semester survey include the
students’ response to questions involving interest level, their reasons for taking the
course, and their experience with videogames. Student responses to “How much interest
did you have in past writing classes?” were fairly evenly varied between the four
available responses (see figure 4.9).
The self-assessed interest level in the game class brought more distinguishable
results, where 70 percent of students responded as being very interested and 29 percent as
somewhat interested (see figure 4.10). None of the students had negative responses to
this second question, as opposed to the first, where a collective 43 percent of the students
surveyed had negative responses to writing courses taken in the past. It is important to
note that students were given the survey after being informed that the course content
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would include videogames and a gamified format, so the question regards not only
Composition 2, but Into the Abyss as a unique classroom situation.

Figure 4.9: Chart for Results of Pre-Survey Question 5.

Figure 4.10: Chart for Results of Pre-Survey Question 6.
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The second result of note from the pre-semester survey is question 7, asking why
students were enrolled in the course (see figure 4.11).

Figure 4.11: Chart for Results of Pre-Survey Question 7.
88 percent of surveyed students responded that they were taking Composition II
because it was required for their degree, indicating and confirming the course as a general
education requirement. This point is also supported by the distribution of student majors,
since 41 percent of students surveyed had majors in the college of Engineering, and of the
remaining students, 17 percent were from the college of business, 11 percent the college
of liberal arts, 11 percent the college of science, 11 percent undecided, and 5 percent the
college of nursing (see figure 4.12).
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Figure 4.12: Student Majors by College Pre-Survey

Figure 4.13: Graph of Results of Pre-Survey Question 9
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It is important to note that of the students enrolled in the college of liberal arts (11
percent, or 2 students), neither of these students was an English major. Therefore, all of
the students enrolled in the class were non-majors in an English class, and were taking
the course as part of a requirement to complete their degree in another subject area.
All students were relatively experienced with videogames. As measured in
question 9, every student enrolled in the course had some videogame experience, with 11
students self-assessing themselves as having a lot of mainstream gaming experience (see
Figure 4.13). This majority response combined with zero responses to the ‘no gaming
experience’ option on this question indicates that most of the students in the course had
videogame experience, making them familiar with principles the course would draw on in
its use of videogame texts and videogame principles.

Figure 4.14: Graph of Results of Post-Survey Question 2
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Students considered activities that required more critical engagement, such as
videogame texts and in-class discussion of content, to be more effective than passive
activities such as traditional lecture format, and responded well to new media texts in the
classroom. As seen in responses to question 2 of the post-semester survey, students
considered discussion of course content as well as inclusion of television and film texts to
be the most effective aspects (at 13 responses each out of 14), with the use of videogame
texts coming in as a close second with 12 responses (See Figure 4.14).
Student responses to question 3 considered lectures on course content to be not
effective in teaching writing, with 5 responses (see Figure 4.15). However, more worthy
of note is the disparity between the two questions, since none of the responding students
found discussion of content or inclusion of film and television texts to be ineffective, and
only 1 out of the 14 students responded that the use of videogame texts was not effective
in teaching writing. This demonstrates that, overall, students considered course activities
that required active critical engagement, such as discussion of content or the playing of
videogames, more effective. They also responded well to new media texts in the
classroom, and had the highest negative response to a lecture format.
Students were evenly split between considering the use of videogame texts in the
classroom very effective or somewhat effective. While the even split is interesting, what
is more interesting is that none of the students responded negatively to the inclusion of
videogame texts in the classroom in question 4 (see Figure 4.16).
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Figure 4.15: Graph of Results of Post-Survey Question 3

Figure 4.16: Chart of Results of Post-Survey Question 4.
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The level of positive response to the course increases when examining question 5,
where 71 percent of students considered the gamified format of the course very effective,
21 percent as somewhat effective, and the remaining 7 percent considering the format a
little effective (see Figure 4.17). Again, we see more positive responses, and only 1
response that could be considered negative. Responses to these two questions indicate
that overall students responded positively to the videogame content and format of the
course.
This indication is strengthened by the data found in question 6, where 92 percent
of surveyed students said that they would take a class in a gamified format again (see
Figure 4.18). It is reasonable to infer that students had an overall positive response to the
incorporation of videogames into the FYCC.

Figure 4.17: Chart of Results of Post-Survey Question 5
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Figure 4.18: Chart of Results of Post-Survey Question 6
Finally, I draw attention to question 8, which asks students to assess if their
writing skills have improved as a result of taking the course (see Figure 4.19). 46 percent
of students stated that their writing had improved a lot while taking the course, and
another 46 percent stating their writing had improved a little. While student selfassessment is not an accurate gauge of student improvement, the majority of the surveyed
students felt that their writing had improved to some degree. Further, when asked about
the grade they expected to receive in the course in question 9, every student responded
with expectation of a passing grade, and 57 percent responded with expecting an A (see
Figure 4.20). Again, this is a student self-assessment of accomplishment, but when
looking at the spread of final grades in the course, 70 percent of students in the class
earned an A in the course.
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Figure 4.19: Chart of Results of Post-Survey Question 8.

Figure 4.20: Chart of Results of Post-Survey Question 9
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These results indicate that the student self-assessment of both their assigned grade
and their writing ability is at least somewhat accurate and should be accounted for when
looking at the positive response students had to the class.
The post-semester survey also included a longer-form response questions where
students could add additional comments to their survey regarding their thoughts on the
course. 12 of the 14 students who filled out surveys gave a longer form response, and a
full listing of their responses is in appendix C.3. Of the 12 responses, only 3 had explicit
criticism of the course, and these criticisms were all related to aspects of the gamification
of the class. Response C.3.3 wanted to see their grade displayed more explicitly,
displaying the number of points they had in comparison to the number of points it was
possible to earn on the leaderboard. Response C.3.6 wanted to see more gamification
aspects in the classroom, though they were not specific as to what those aspects would
be. Finally, response C.3.10 appreciated the gamified format, but felt that it was not
sustained as strongly as it could be for the duration of the course, saying that the aspect
that needs the most attention is “keeping up with the gamified structure and not letting it
dissolve back into solely an english class.” However, even these 3 responses had positive
aspects to them, meaning that all 12 responses were positive comments on the course
format. Response C.3.1 stated that they “really liked the fact that we were able to be very
engaged in the material”, and response C.3.2 commented that the course was effective
because it “combined all aspects of learning” and the use of different learning styles
allowed students to practice what they learned. Response C.3.11 specifically commented
on the achievements and XP system, stating that they “helped keep motivation going”
over the course of the class. While all of the responses were positive, these particular
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responses stand out due to either their critique of aspects of the course or their specific
attention to and explanation of aspects of the course they found effective and helpful.
Observations as recorded in the field notes correlate with survey findings. The
students’ reactions to learning that they would have the opportunity to play games during
class corresponded with their previously reported interest levels, with high attendance on
every listed game demonstration day and energetic participation indicating the high
interest levels student had in the game demonstrations. Students’ willingness to
participate in these demonstrations also lines up with their assessment of the classroom in
the pre and post semester surveys. While the field notes presented in this section only
represent one day of collected data, they are a solid example of the way class was
conducted on days where game demonstrations took place, making these notes a good
metric for measuring typical student responses to the use of videogame texts in the
classroom.
3. Limitations
The most notable limitation of this study is the sample size. While case studies
are an excellent starting point for any research, the scale of results is restrictive and
limited to a small population. This makes it difficult to extrapolate any hard conclusions
or examine true applicability of the study anywhere beyond the classroom where the case
study took place. Thus, while this particular study does confirm my hypotheses and
answer my research questions with positive ideas, the significance of this data is minimal
and provides only a baseline for future research. While this does not reduce the
importance of my research, or my conclusions, it is important to bear in mind when
examining the success of the integrated gamification classroom.

74

The second limitation lies in the difficulty of measuring and assessing student
motivation and engagement. The surveys administered to students in the pilot classroom
rely heavily on student self-assessment, meaning the results are dependent on student
ability to self-reflect. While college-level students have this ability, it is not an objective
form of assessment and should therefore be taken into consideration when examining the
results of this study.
The third limitation directly relates to the problem of self-assessment and regards
the issue of measuring critical engagement. While it is possible to distinguish between
active and passive forms of activity, these are not perfect metrics for critical engagement,
and this inability to accurately measure the true critical engagement of students with the
material places limits on the reliability of student answers.
Finally, the questions asked on the survey, while providing useful student
assessment and feedback, require refining in the case of future studies. The first question
of the pre-semester survey, for example, asks about students’ prior experience with
writing courses. Since this question permitted students to select multiple answers, it does
not give an accurate picture of students’ past writing course experience. In order to
receive more accurate and specific data, the questions asked of students will need to be
more specific and rely on fewer ‘select all that apply’ questions to provide more accurate
data.
4. Future Research
Since Into the Abyss was a pilot classroom and a case study, the topic of
integrated gamification in the classroom requires future research to assess it as a viable
and beneficial teaching method. While the initial results of this style of classroom are
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positive, the study of integrated gamification in the FYCC needs to be expanded beyond
a single classroom.
One idea for future research is the option of a comparison study: teaching two
sections of Composition II wherein one follows the integrated gamification format and
another does not, and then comparing the student responses and accomplishments in both
classrooms. This would allow for two case studies available for comparison to examine
the benefits of integrated gamification on student performance.
Within the course itself, certain gamified elements need to be refined and adjusted
for future classroom iterations. The experience system needs to be adjusted such that
students earn more points toward the beginning of the semester rather than the end,
something more common in videogames than the model used for Into The Abyss. In the
aforementioned Pokemon example, the player’s Pokemon earn experience very quickly at
early levels, and then must battle more often and against stronger enemies as they
become higher levels (Tajiri 1996). This model is more conducive to a classroom that
has concerns about student motivation, as it provides more reward at the beginning of the
course rather than towards the end of the course.
Other points of consideration for future research include incorporating the
feedback received by surveyed students. Some student comments noted that some of the
gamified elements of the course diminished as the semester continued, in particular the
atmosphere of the classroom being a game itself. While the basic gamification elements
like XP and achievements were consistent, students felt that the class lacked a full game
narrative that remained constant throughout the semester. These responses suggest that it
would be beneficial to integrate more game aspects into the classroom, though additional
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research into the balance of game elements and course elements will be needed to
investigate future course formats.
In regards to the application of integrated gamification to the FYCC, there are
numerous avenues of study within the context of critical literacies that could expand on
the uses and benefits of a gamified course environment. Studies regarding knowledge
transfer across areas of curriculum could further expand on the reason videogames and
game principles are beneficial in the classroom, and wider applications of integrated
gamification beyond a single course or theme. Integrated gamification and critical
engagement with texts requires additional research, and bringing other areas of study
across the spectrum of rhetoric and composition could benefit both the study of critical
literacy and the study of games in classroom contexts.
5. Conclusion
The study of integrated gamification in the FYCC requires more thorough
investigation. However, the initial pilot test of this pedagogy in a case study setting
indicates that students respond positively to the use of videogame texts and the gamified
format in this particular study. While integrated gamification is a new principle that
combines multiple disciplines, the results of this particular classroom provides a baseline
for other, more complex studies into the benefits of this pedagogical style in the
classroom. Integrated gamification provides a new and active classroom environment that
receives positive responses from students, and there is evidence that the students benefit
from the integration of these two areas in the FYCC. The concept of integrated
gamification, while needing additional exploration, creates a critically engaging
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classroom that encourages active learning among students taking a course that they would
not otherwise find interesting or beneficial to their college education.
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APPENDIX A

INSTITUTIONAL REVIEW BOARD DOCUMENTATION AND MATERIALS

A.1 Surveys
A.1.1 First Day Survey
EH 102 Survey
Academic Year: Freshman __ Sophomore__ Junior__ Senior__ Grad__
Other:_______________
Major: ________________________________
1. What writing classes have you taken before EH 102? (select all that apply)
__ a. EH 101 at UAH
__ b. EH 101S at UAH
__ c. Composition 101 equivalent at a different academic institution
__ d. High school English classes at the AP level
__ e. High school English classes at the base level
__ f. Other: _____________________________
2. What grades did you receive in past writing classes? (select one)
__ a. Mostly As
__ b. Mostly Bs
__ c. Mostly Cs
__ d. Mostly Ds
__ e. Mostly Fs
3. What grades do you expect to receive in this writing class? (select one)
__ a. Mostly As
__ b. Mostly Bs
__ c. Mostly Cs
__ d. Mostly Ds
__ e. Mostly Fs
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4. How much effort did you put into past writing classes? (select one)
__ a. I performed to the best of my ability
__ b. I put in equal effort to my other classes
__ c. I put in less effort than I did for my other classes
__ d. I did not put in any effort
5. How much interest did you have in past writing classes? (select one)
__ a. Strong interest
__ b. Moderate interest
__ c. Not a lot of interest
__ d. No interest at all
6. How interested are you in taking this writing class? (select one)
__ a. Very interested
__ b. Somewhat interested
__ c. Not very interested
__ d. Not at all interested
7. Why are you enrolled in this class? (select one)
__ a. It’s required for my degree
__ b. I’m interested in improving my writing skills
__ c. Other: _________________________
8. Which of the following have you studied in previous writing classes? (select all
that apply)
__ a. Academic articles
__ b. Literary works
__ c. Television or Video clips
__ d. Full-length movies based on literary works
__ e. pop-culture texts e.g. graphic novels
__ f. Videogame texts
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9. What experience do you have with gameplay and videogames? (select all that
apply)
__ a. No experience
__ b. Second-hand experience (a family member/friend who plays games)
__ c. Some casual experience (games on facebook, phone apps)
__ d. Some mainstream gaming experience (games on computers or platforms
such as XBox or Playstation played once or twice)
__ e. A lot of mainstream gaming experience (I play games on computers or
platforms such as XBox or Playstation often as a hobby)
__ f. Hardcore gaming (I play games as a primary hobby or am interested into
going into gaming or the gaming industry professionally)
10. Would you be willing to participate in two follow-up interviews about your
experience in this writing class? (select one)
__ a. Yes
__ b. No
11. If yes, write your name and email address in the space below:
______________________________________________
______________________________________________
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A.1.2 Post-Semester Survey
EH 102 End-of-Semester Survey
Academic Year: Freshman __ Sophomore__ Junior__ Senior__ Grad__
Other:_______________
Major: ________________________________
1. How much effort did you put into this writing class? (select one)
__ a. I performed to the best of my ability
__ b. I put in equal effort to my other classes
__ c. I put in less effort than I did for my other classes
__ d. I did not put in any effort
2. Which aspects of this course did you find effective in teaching writing? (select all
that apply)
__ a. Lectures on course content
__ b. Discussions of course content
__ c. Use of film and television texts
__ d. Use of videogame texts
__ e. Peer review and group work
__ f. Other _____________________________________________
3. Which aspects did you NOT find effective in teaching writing? (select all that
apply)
__ a. Lectures on course content
__ b. Discussions of course content
__ c. Use of film and television texts
__ d. Use of videogame texts
__ e. Peer review and group work
__ f. Other _____________________________________________
4. How effective were the videogame texts in demonstrating topics related to the
course material? (select one)
__ a. Very Effective
__ b. Somewhat Effective
__ c. A little Effective
__ d. Not at all Effective
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5. How effective was the gamified class format in your comprehension and
application of the course material? (select one)
__ a. Very Effective
__ b. Somewhat Effective
__ c. A little Effective
__ d. Not at all Effective
6. Would you take a class in a gamified format again? (select one)
__ a. Yes
__ b. No
7. Would you take a class containing this subject matter again? (select one)
__ a. Yes
__ b. No
8. How much do you think your writing skills have improved over the course of the
semester? (select one)
__ a. My writing skills have improved a lot
__ b. My writing skills have improved a little
__ c. My writing skills have not improved
9. What final grade do you expect to receive in this writing class? (select one)
__ a. A
__ b. B
__ c. C
__ d. D
__ e. F
10. What additional comments do you have about the format of this class and its
effectiveness in teaching course content?
________________________________________________________________________
________________________________________________________________________
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A.2 IRB Documents
THE UNIVERSITY OF ALABAMA IN HUNTSVILLE
FORM 1: INSTITUTIONAL REVIEW BOARD APPLICATION
Principal Investigator/Study Director: Alanna Frost
Name: Lora M. Hibbard (aka Lee Hibbard)
Status: Faculty
Staff
Student
Department: English
College/Research Center: University of Alabama Huntsville
Telephone: 402-525-8306
Email: lmh0014@uah.edu
Title of Study: Reintegrating Gamification and Videogame Narratives in the First Year
Composition Classroom
Purpose of Study: To explore the use of gamification in the composition classroom when
combining the basic principles of a gamified classroom with the use of game-narratives
as part of the course curriculum. Further, the purpose of the study is to pilot test the use
of this pedagogy in the composition classroom setting.
Hypotheses: Students will be more engaged in the integrated gamification classroom.
Description of Subjects: Students enrolled in EH 102 during the Fall 2014 semester.
How Subjects Will Be Selected: Students will be selected to take surveys based on their
enrollment in EH 102 during the Fall 2014 semester. Primary subjects will be from
section 02 of 102, which will be the class engaged in the pilot test, while secondary
subjects from two other sections of 102 will fill out surveys for baseline comparative
data. Students who consent to participate in follow up interviews will be contacted and
interviewed once in the middle of the semester and once at the end of the semester. The
study will pull from classroom assignments and surveys, which all students will
participate in as part of their coursework, but only students, those who self-select by
signing consent forms, will be included in the research data.
Description of Procedure:
This study relies on pre and post-semester surveys along with student interviews.
Surveys will be conducted during the first week of classes and the last week of classes.
The first interviews will take place in late September and last no more than half an hour.
The second interviews will take place in December and also last no more than half an
hour.
Research into gamification pedagogy shows that its usage in classroom
environments results in increased student engagement and improved performance of said
students over time. Traditional gamification pedagogy is the incorporation of game
principles into the non-game setting of the classroom. Typically a gamified classroom
features game principles such as the use of a rewards system, friendly competition, and
leveling up through gained experience, and these principles can be as broad as students
receiving tangible rewards for accomplished tasks or as in-depth as a complex
achievement system designed to reward students for completion of assignments. With the
prevalence of videogames and game applications in modern technology, this pedagogical
style has gained significant academic footing. According to research conducted by Henry
Jenkins and collected in the white paper Confronting the Challenges of Participatory
Culture: Media Education for the 21st Century, more than one half of American
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teenagers now engage in the participatory culture of not only consuming but creating and
sharing media content, including blog posts, videos, and game modifications, or ‘mods’.
This means the application and integration of new media content in the classroom,
through multimodal learning and gamifiction pedagogies, helps motivate students to
engage in academic topics they may find tedious or undesirable. The immersive nature of
videogame narratives also lends itself well to a classroom that seeks greater student
engagement in its subject matter, resulting in many English classes making use of
videogame texts for literary criticism and analysis. Traditional gamification relies more
on general gameplay principles rather than the use of videogames themselves, but
reintegrating gamification with the use of videogame texts has the potential to increase
student engagement in both the course material and prescribed writing assignments. I will
combine these two principles by using gamification in daily class activities and also by
using game narratives - that is, videogame texts whose stories and themes draw on the
same elements of the literary texts assigned in the class - as part of class lecture and
reading assignments. The questions I am looking to answer in my study are: Does this
reintegration of game texts with gamification engage students? How does this
reintegration engage students? What are the benefits of this reintegration?
I am conducting this research as a pilot test due to the lack of research into the
combination of gamification pedagogy and use of game texts in the classroom. While
substantial research has been done on both, the combination of the two is mostly unheard
of save for in fields dedicated to teaching videogame design and creation.
To gather data regarding student engagement the principle investigator will be
surveying both the pilot classroom and two other sections of 102 regarding past and
present interest levels in writing and literature courses. These surveys will take place at
the beginning and the end of the semester as feedback on student impressions before and
after taking 102. Students will be told that participation in the survey and the study is
voluntary and given informed consent forms to sign. Surveys will be conducted as part of
classroom procedures routinely used to gauge whole-class engagement. In addition,
students will be asked to volunteer to participate in follow-up interviews.
The gamified version of the 102 course will not result in increased workload for
the students, as they will be given writing and reading assignments along the same lines
as assignments given in a regular section of EH 102. The gamification aspects will
primarily affect lecture materials, class discussion, and calculation of grades, though the
grading system will be equivalent to a traditional grade scale.
Duration of Study
a. Total amount of time with each subject: time spent in the classroom each week plus
individual conference at midterm, as well as voluntary interviews mid and post-semester.
b. Time to complete study: 4 months
Benefit(s) of the Study: Testing of a specialised pedagogical style, investigating student
engagement in the material and academic performance, exploration of multimodal class
activities, investigation of integrating new media texts into the writing and literature
classrooms.
Possible Risks to Subject(s) and Precautions Taken to Avoid Risks: There are minimal risks
for participants and the workload does not exceed that of any regular composition class.
A foreseeable minimal risk is that students will feel obliged to participate and/or
associate participation with their grade in some way. The researcher will take care to
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inform students that their participation is voluntary and not associated with their final
grade, and students will be repeatedly reminded that they can withdraw from voluntary
participation at any point during the semester.
How You Will Ensure Confidentiality/Anonymity: All data, survey results, recorded and
observation notes, will be stored in locked offices at UAHuntsville. Any specifics
gathered from students cited in publication will be used with all personally-identifiable
information removed.
FORM 2: Application for Expedited Review by UHSC
Name: Lora Hibbard (aka Lee)
Date: 8/18/2014
Address: 1004 Speake Rd NW
City, State, Zip: Huntsville AL 35816
Telephone: 402-525-8306 Email: lmh0014@uah.edu
Course Title & Number (if applicable): Composition 2, EH 102
Course Instructor (if applicable): _____Lora
Hibbard____8/18/2014________________
Signature
Date
Research involving human subjects may receive expedited review by the UHSC if
the research involves no more than minimal risk and fully meets at least one of the
following (please check all that apply):
Clinical studies of drugs and medical devices only when condition (a) or (b) is
met. (a) Research on drugs for which an investigational new drug application (21 CFR
Part 312) is not required. [Note: Research on marketed drugs that significantly increases
the risks or decreases the acceptability of the risks associated with the use of the product
is not eligible for expedited review.] (b) Research on medical devices for which either (i)
an investigational device exemption application (21 CFR Part 812) is not required, or (ii)
the medical device is cleared/approved for marketing and the medical device is being
used in accordance with its cleared/approved labeling.
Collection of blood samples by finger stick, heel stick, ear stick, or venipuncture
that meets at least one of the following conditions: (a) If the blood sample is collected
from healthy, nonpregnant adults weighing at least 110 pounds, the amounts drawn will
not exceed 550 ml in an 8 week period, and collection occurs no more frequently than
twice per week. (b) If the blood sample is collected from other adults and children,
considering the subjects' age, weight, and health, the collection procedure, the amount of
blood to be collected, and the frequency with which it will be collected, the amount
drawn will not exceed the lesser of 50 ml or 3 ml per kg in an 8 week period and
collection occurs no more frequently than twice per week.
Prospective collection of biological specimens for research purposes by noninvasive
means.
Collection of data through noninvasive procedures (not involving general
anesthesia or sedation) routinely employed in clinical practice, excluding procedures
involving x-rays or microwaves. Where medical devices are employed, they must be
cleared/approved for marketing. (Studies intended to evaluate the safety and effectiveness
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of the medical device are not generally eligible for expedited review, including studies of
cleared medical devices for new indications).
Research involving materials (data, documents, records, or specimens) that have
been collected, or will be collected solely for nonresearch purposes (such as medical
treatment or diagnosis). [NOTE: Some research in this category may be exempt from
review. 45 CFR 46.101(b) (4). This listing refers only to research that is not exempt.]
Collection of data from voice, video, digital, or image recordings made for research
purposes.
Research on individual or group characteristics or behavior (including, but not
limited to, research on perception, cognition, motivation, identity, language,
communication, cultural beliefs or practices, and social behavior) or research employing
survey, interview, oral history, focus group, program evaluation, human factors
evaluation, or quality assurance methodologies. [NOTE: Some research in this category
may be exempt from review. 45 CFR 46.101(b) (2) and (b) (3). This listing refers only to
research that is not exempt.]
I hereby certify that my research fully meets the categories indicated above. If my
research becomes ineligible for such expedited review, for any reason, I will reapply for appropriate UHSC review.

FORM 6: Special Population Review (Children/Minors)
Instructions:
In MS Word, highlight the shaded underlined box and
replace with your text.
Double-click checkboxes to check/uncheck.
Definition: In Alabama, a child/minor is any person under 19 years of age.
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A. State the reasons for including this population in your project: This population
constitutes a portion of students enrolled in EH 102, a course typically offered for
first-year students, many of whom are still under 19 years of age.
B.
Check the category into which you would recommend the proposed
research be placed and respond to the relevant questions:
Children’s Risk Level (CRL) #1 (45 CFR 46.404) Research not involving
greater than minimal risk. Research in this category requires both assent of
the child and permission of at least one parent or guardian.
Minimal risk means that the risks of harm anticipated in the proposed research are not
greater, considering probability and magnitude, than those ordinarily encountered in daily
life or during the performance of routine physical or psychological examinations or tests.
CRL #2 (45 CFR 46.405) Research involving greater than minimal risk but of possible
direct benefit to the child, in which the risk is at least as favorable to the subject as that
presented by available alternative approaches. This requires both the assent of the child
and permission of at least one parent or guardian.
a) Is the risk justified by the anticipated benefit to the subjects?
Yes No
b) Is the relation of the anticipated benefit to the risk is at least as favorable to the
subjects as that presented by available alternative approaches?
Yes No
c) Are adequate provisions being made for soliciting the assent of the children and
permission of their parents or guardians, as set forth in §46.408? Yes No
CRL #3 (45CFR 46.406) Research involving greater than minimal risk and no prospect
of direct benefit to the individual child, but likely to yield generalizable knowledge about
the disorder or condition, in which the risk is minor relative to the potential improvement
in knowledge to be applied to general understanding. Permission must be obtained from
both parents unless there is only one reasonable available parent. Guardian consent
should be substituted for parental under appropriate legal constraints.
a)
Does the risk represent a minor increase over minimal risk?
Yes
No
b)
Does the intervention or procedure presents experiences to subjects
that are reasonably commensurate with those inherent in their actual or expected
medical, dental, psychological, social, or educational situations? Yes No
c)
Does the intervention or procedure is likely to yield generalizable
knowledge about the subjects’ disorder or condition?
Yes No
d)
Are adequate provisions being made for soliciting assent of the
children and permission of their parents or guardians, as set for in § 46.408.?
Yes No
CRL #4 (45 CFR 46.407) Research not meeting any of the above the specifications, but
which presents an opportunity to understand, prevent or alleviate a serious problem
affecting the health and welfare of children. This category is considered so serious that it
must be submitted to a ruling by the Secretary of DHHS following consultation with an
appropriate panel of experts.
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A.3 Consent Form
Consent Form: Reintegrating Gamification and Videogame Narratives
in the First Year Composition Classroom
You are invited to participate in a research study about the use of gamification and videogame
narratives in the composition classroom. This study is designed to help us to better understand
the use of gamification in the composition classroom when combining the basic principles of a
gamified classroom with the use of game-narratives as part of the course curriculum.
The primary investigator is Lora Hibbard, from the University of Alabama in Huntsville.
Please be advised that if you are under the age of 19, parental consent is required.
Once written consent is given, you will be asked to fill out a short survey asking about
your previous experiences in writing classes at the beginning of the semester. This session will
take 10 minutes. Another short survey will be given at the end of the semester, which will also
take 10 minutes. Students will also be asked if they are willing to participate in short interviews at
mid-semester and at the end of the semester. These interviews will take half an hour for each
interview.
There are no expected risks associated with your participation. Personal benefits include
participation in a high-feedback classroom environment, a chance to experience a broad range of
media texts, and to help gather information about new pedagogical techniques.
Participant numbers will be used to record your data, and these numbers will be made
available only to those researchers directly involved with this study, thereby ensuring strict
confidentiality. This consent form will be destroyed within 12 months. The data from your
session will only be released to those individuals who are directly involved in the research and
only using your participant number.
You are free to withdraw from the study at any time. You will not be penalized because
of withdrawal in any form. Investigators reserve the right to remove any participant from the
session without regard to the participant’s consent.
If any questions should arise about this study or your rights as a participant, you may
contact the Principal Investigator at any point in the research process. You may contact Lora
Hibbard, in Morton Hall 232k, at 402.525.8306 or at lmh0014@uah.edu. If you have questions
about your rights as a research participant, or concerns or complaints about the research, you may
contact the Office of the IRB (IRB) at 256.824.6101 or email Dr. Pam O’Neal at irb.@uah.edu.
If you agree to participate in our research please sign and date below. If you are under
the age of 19, please provide your parent or legal guardian’s signature indicating consent.
________________________________
Name (Please Print)

______________________
Signature

________________________________________
Parent/Guardian Signature (if younger than 19)
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Date

APPENDIX B

PILOT CLASS DOCUMENTS

B.1 Reflection Essay
Reflection Essay Assignment
Due: Mon, Dec 1 —Final draft due in e-portfolio
Assignment: Write a brief essay in which you reflect on what you have learned this
semester in EH 102. This essay may cover, but is not limited to, a discussion of how you
have changed and/or grown as a writer over the past few months, what you have learned
about different types of writing assignments, explanation of strategies and/or skills that
you’ve used in EH 102 that you can see yourself using in future classes, etc. While this is
meant to be less formal than the other papers you’ve written by being framed as a
personal letter addressed to your instructor, it should still stick to stylistic conventions
that you have studied this semester. Thus, your essay should have a main purpose (that is,
informing your instructor what you have learned); it should also be organized,
grammatically correct, and free of misspelled words. Like the other essays you have
written, you should consider the audience whom you are addressing; therefore, make sure
to include content suitable for that audience. The minimum length requirement for this
essay is at least 1-2 pages.
Purpose: Your purpose in this assignment is to demonstrate your ability to reflect on an
important aspect/moment of your college education and to relate its significance to your
instructor. This assignment will require you to use critical thinking skills to reflect on
your time in EH 102 and to include appropriate details to convey that information to your
instructor.
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XP Rubric for Reflection Assignment:
Reflection
Available XP
5
Beginning
Does the beginning set the tone and
purpose for the essay?
Reflection
10
Do you clearly relate what you learned
this semester to your instructor?
Significance
10
Do you explain the significance of your
reflection? (That is, how what you have
learned may help you in other classes,
the career field, etc.)
5
Organization
Is the organization clear and logical
with appropriate transitions?
Ending
10
Does the essay include a satisfying
conclusion?
5
Proofreading
Has the essay undergone basic
proofreading?
5
Length requirement
Is the essay at least 1-2 pages?
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Earned XP

B.2 Tutorial Document
Into the Abyss
Tutorial
Created by Lora M. Hibbard a.k.a. HexMeridian
Like many other games, Into the Abyss comes with a tutorial packet. This packet contains
additional instructions, information, and tips for successfully playing and winning the
game.
Contents:
The Session
Avatars
Experience Points (XP) and the Grading System
Leveling Up
Achievements
Attendance
Lives
Briefings
Participation
Discussion Board
Missions
Comprehensive Field Report
Presentations
Teams
Random Encounters
Team Meetings
Debriefing
Team Ops
Additional Resources
Glossary
Achievement Checklist

2
2
2
3
3
4
4
4
4
5
5
6
6
6
7
7
7
8
8
8
9

Questions? Visit Hex during their office hours (Mondays 2:30-3:30 and Tuesdays 3:304:30) or send an email to lmh0014@uah.edu.
93

The Session
Every class meeting is a session of the game. There are 26 sessions during the fall
semester, 24 of which take place in the classroom, 2 of which are specialised meetings.
Every session is required, and players are expected to attend on time, prepared to discuss
the assigned readings and their research projects. Attending every session on time results
in earning Achievement 5 (10 XP).
___
Avatars
Every player will sign up on the course discussion board using an avatar, a pseudonym
or username they can use to post online. Players will be referred to by these avatars
during the session, though they must use their actual names on Mission documents. The
purpose of the avatar is game immersion and creativity, allowing players the chance to
express themselves in the game environment and the game activities. Creating the avatar
earns the player Achievement 2 (5 XP).
As an example, the Game Master (GM)’s avatar is HexMeridian. Please create an avatar
that will not offend your classmates, and one that you will not mind being addressed by,
for instance, a nickname or abbreviation of your real name, like ‘CoolkidJohnnyRocks’
as opposed to ‘MisterPoopTrain95’. Unless you want to be referred to as Mister Poop
Train, in which case, the GM will refer to you as such. Instructions for Avatar Creation
will be given out during the first session.
___
Experience Points (XP) and the Grading System
All game activities have an experience point, or XP, value. These numbers will be added
up over the course of the semester and will determine the final grade you receive in the
class. Unlike a traditional class, where you begin the semester at an A and your
assignments either help you maintain or subtract from that total, in Into the Abyss you
begin with 0 points, at level 1. Attendance, readings, discussion, and missions all have
XP values that will allow you to level up. Player XP will be tracked on the class website
on the page marked ‘leaderboards’, which will also rank players from highest to lowest.
___
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Leveling Up

The level chart is posted on the syllabus. Every time you earn enough XP to reach the
next level, you will receive an email announcing your new level in a graphic, shown
above. This level will be displayed next to your avatar on the leaderboards. As stated on
the syllabus, you must be at least level 12 to complete the minimum requirements of the
game. As seen on the syllabus, level 12 is equivalent to a C-, which is the minimum
grade required by the department for you to proceed to 200-level English courses.
The more experience you receive, the more likely you are to reach level 20 and receive
an A+ in the course. Attaining specific levels results in additional achievements.
___
Achievements
An Achievement is a special reward for completing a particular task. Players can receive
achievements for contributing in discussion, scoring well on random encounters, turning
in missions, and attending team meetings, among other things. Every achievement has an
XP value, which will be added to your total earned XP. So, basically, the more
achievements you earn, the more XP you get, the better a score you have. Players will be
notified of achievements they earn via email. Each email will contain a badge that looks
like this:

Congratulations! You have earned this achievement by attending class on the first day
and getting a copy of the syllabus and tutorial. This means you have earned 5 additional
XP, which will be included on your personal chart and contribute to your total XP.
For a list of possible achievements, please see the course website or the list on the final
page of the tutorial. All listed achievements are visible and explained, and their XP
values listed. Every Achievement has a special name, and these names will be listed upon
earning those achievements. Achievements with high XP totals can easily make the
difference between a level 17 and a level 18 (or, the difference between earning a B or an
A in the class).
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___
Attendance
Attending sessions is mandatory, and has an XP value assigned to it. Attendance is
worth 10 XP, though players can lose points for tardiness (-2 XP), cell phone use (-5 XP),
or falling asleep (-8 XP). Skipping class results in missing out on all XP for that day,
which could be worth anywhere from 10 to 150 XP. If you must miss a session, email the
GM to inform them of your absence. Absence will result in the loss of 1 Life (see below).
__
Lives
Players begin the game with 6 Lives. Due to English department policy, players must
attend 80% of listed sessions to pass the course. For this reason, the lives system is
implemented. For every day you miss a session, you lose 1 life. Loss of all six lives
results in a GAME OVER, in which you will fail the course and lose the game.
If you have school-sanctioned sports, serious illness, or other extreme extenuating
circumstances, the lives system is subject to negotiation with the GM. However, any day
you lose a life is a day you miss opportunity to earn XP in a session. Please contact
the GM during their office hours for more information or if you have questions.
Completion of the game with all 6 lives remaining earns Achievement 31 (75 XP).
___
Briefings
A Briefing is equivalent to a class lecture and discussion. Briefings will usually be
accompanied by a powerpoint presentation or similar projected display, but could consist
of anything from slides to youtube videos to actual videogame play. Briefings will be
themed around a particular topic, which will relate to the reading assignment for that
session. It is possible to earn up to 10 XP during a briefing through participation, be that
participation in the form of in-class comments or posting on the discussion board. The
easiest way to earn all 10 XP is to read the assigned article or section of the text for
that day, and either write a discussion board post or come to class prepared to answer
questions and hold discussion about that reading. Attending 5 briefings earns
Achievement 3 (10 XP), and attending 10 briefings earns Achievement 4 (10 XP).
___
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Participation
Participating in briefing discussion is worth up to 10 XP. Participating during a briefing
consists of EITHER coming to the session and being prepared to talk in class about the
reading and the topic related to it, OR making a post on the class discussion board. If you
post on the discussion board, you are not required to speak during briefing discussion,
however you still must attend the session to get attendance credit. Participating in
briefing discussion 5 times results in Achievement 7 (10 XP), and participating 10 times
results in Achievement 8 (10 XP).
___
Discussion Board
The discussion board has sections for each briefing day, where you can post responses to
the readings, questions you have about the readings, or anything else that you think
would be worthy of discussion during the relevant session. You will be emailed a link to
the discussion board after the first session, and expected to EITHER post on the
discussion board on the days discussion is expected, OR come to class prepared to
discuss the reading. If you post on the discussion board, you must do so by 12:00pm
(Noon) on the day of the session.
The GM will bring the discussion board posts to class and use them to jump-start
discussions and ask questions. If you post on the discussion board, you do not have to
speak during class discussion. This option is primarily available for players who wish to
contribute to the discussion but are uncomfortable with speaking in large groups, as well
as people who want to work ahead or who come up with interesting discussion points
they want the GM to bring up during the briefing.
There’s no polite way to say it, so instead I’ll keep it blunt: DO THE READING
ASSIGNMENTS. The longest assignment is 33 pages, and it’s the longest by a
significant margin, and we will be finished with readings and briefings by the middle of
October. Coming to class with the reading done can only improve your performance,
your grade, and your ability to complete the assigned missions.
___
Missions
There are 5 major missions, or assignments, that take place during Into the Abyss.
Turning in a mission on time results in earning an achievement. Missions are then
evaluated by the GM and given points out of 100. Players will be given a guide, or rubric,
explaining the points system in more detail.
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The major missions are as follows:
Mission 1: - Argument Essay (2-5 pages) - create an argument relating events and
characters in the film Bram Stoker’s Dracula to the essays we have reading in class about
the Monstrous. 50 XP turn in (Achievement 15), up to 100 XP upon return
Mission 2: - Annotated Bibliography (6-8 sources) - find scholarly sources that are
relevant to your potential research topic and explain their relevance. 50 XP turn in
(Achievement 16), up to 100 XP upon return
Mission 3: - Research Proposal (2-4 pages) - Proposal for your research paper topic. 50
XP turn in (Achievement 17), up to 100 XP upon return
Mission 4: - Literature Review (2-3 pages) - A review and synthesis of scholarly
sources, can be used as a portion of your research paper. 50 XP turn in (Achievement 18),
up to 100 XP upon return
Final Mission: - Research Paper (6-8 pages) - A culmination of your research topic.
100 XP turn in (Achievement 19), up to 100 XP upon return.
All major missions can be revised before the turn-in date for the Final Field
Report. For example, if you receive 80 points on Mission 1 and make significant
revisions to improve that mission, you can earn points to improve that mission and your
overall Comprehensive Field Report Score. See information below. Revision also results
in earning Achievement 21 (50 XP).
___
Comprehensive Field Report
The Comprehensive Field Report is an e-portfolio that collects all the work you have
done during the game and puts it together in a clear and well organised fashion. These
reports will be created in Google Sites, and must include all 5 revised missions, a
reflection essay, and any bonus assignments you choose to complete. Completing and
sharing the Report with your GM results in Achievement 19 (100 XP). The Report will be
assessed out of 100 points, and these 100 points will be an average of the five missions
plus the criteria for the layout of the site, which will be explained in a Final Mission
Handout. This 100 points will be added to your XP total and be the determining factor in
your final score in the game. You must complete the report to win the game, and not
turning in the report results in an automatic GAME OVER.
___
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Presentation
Players are required to sign up for a 5 minute presentation of the research they are
conducting for their Final Mission. These are casual presentations with simple
requirements, involving an explanation of your research topic, how you came to decide
on that research topic, and specific aspects of the research you have been working on. It
is a valuable opportunity to practice sharing your ideas in front of a group of your peers,
to test out concepts, and get some verbal feedback on your ideas before you turn in your
final mission. The presentation earns you Achievement 20 (25 XP).
___
Teams
During the third week of the course, players will be divided into teams of 4 to 5 people.
These teams are your survival group, and there are significant benefits to working in
them (See the activities below). Each team will have a name (as decided upon by the
team members), and these teams will have separate rankings from the class leaderboards.
Team XP is determined by the collected XP of the members of that team. The team with
the most XP will receive a prize at the end of the semester.
___
Random Encounters
A random encounter is a surprise encounter with a random monster or creature. In the
context of Into The Abyss, these encounters require you to have knowledge of the reading
that was assigned for that session. Simply put, a Random Encounter is a reading quiz,
so read your assignments like you’re gonna be quizzed on them.
There will be multiple Random Encounters during the semester, on random days,
and you earn Achievement 10 (50 XP)for participating in 5 of them, and Achievement 11
(25 XP) for participating in all of them. Participating in a Random Encounter earns you
10 XP. This means that you earn XP just for attending the session on the day of the
Encounter, regardless of your score on that encounter, so it pays to come to the session
whether you are prepared or not.
Random Encounters consist of 4 multiple choice questions and 1 bonus question,
and each question answered correctly is worth 2 XP, resulting in 10 XP total for a perfect
score on the quiz. Earning a perfect score on every Random Encounter results in
Achievement 9 (25 XP). If one member of your team answers the bonus question
correctly, all team members receive the 2 points for that question. The member of the
team who answers that question correctly earns Achievement 12 (25 XP). This is a onetime achievement, but it is possible to aid your team-mates during every random
encounter, and possible for every team member to earn this achievement, so answering
the bonus question is worth the effort.
___
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Team Meetings
A Team Meeting is a session devoted to reviewing and commenting on the work of your
fellow players. Players will assemble in their assigned teams, read each other’s work,
make comments and give suggestions for improvement. A Team Meeting often takes
place the session before a major mission is due, and is an opportunity to get feedback
from your teammates on ways to proceed before turning in your mission. Attending a
Team Meeting is worth 50 XP, and attending the first Team Meeting earns Achievement
22 (10 XP). Attending all Team Meetings results in Achievement 23 (25 XP).
___
Debriefing
Every player will sign up for a one-on-one meeting with the GM in a 10 to 15 minute
debrief during the regular session period on either Wednesday October 8th or Monday
October 13th, which is either immediately before or immediately after Fall Break.
Normal sessions will not be held on those days, and players need only attend their own
short debrief period. The debrief is an opportunity for players to receive individual
feedback on their progress in the game thus far and discuss their individual research
projects. The debrief earns Achievement 14 (50 XP).
___
The Team Operation
The Team Operation, also known as the Team Ops, is a specialised Team Meeting
designed for focused feedback on drafts of the Final mission and your research. Teams
will sign up for a time-slot on either Monday November 3rd or Wednesday November
5th, and the team will attend that meeting and discuss each other’s papers. Attending the
Team Ops earns Achievement 24 (50 XP). Furthermore, if all team members attend all of
the Team Meeting days AND the Team Op, all members of that team earn Achievement
25 (50 XP).
___
Additional Resources
If you have any questions about Into the Abyss at any point during the semester, do not
hesitate to ask. The GM will be available during their office hours, by appointment, and
via email.
___
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Glossary
Achievement - Special Named XP reward for completing a significant task
Avatar - player’s unique username and character, represents them in the game
Briefing - class lecture
Debriefing - individual conferences
Discussion - in-class discussion of readings
Experience Points (XP) - points gained through attending briefings, leveling up,
missions
Field Report - final e-portfolio
Game Master (GM) - Teacher
Headquarters - the classroom
Level - player gains enough XP to reach the next level
Life - Represents how many times players can miss sessions and still survive
Mission - Major assignment
Player - Student
Prep - Reading, writing, and other things necessary to do before coming to the session
Random Encounter - reading quiz
Session - class period
Specialist Teams - teams for review, work, and discussion
Team Meeting - Peer Review
Team Operation - Major peer review day
XP (Experience Points) - points gained through attending briefings, leveling up,
missions
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Achievement Checklist:
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
27.
28.
29.
30.
31.
32.
33.

Earned
- Get a copy of the Syllabus on the first day - 5 XP
[
- Create Avatar - 5 XP
[
- Attend 5 Briefings - 10 XP
[
- Attend 10 Briefings - 10 XP
[
- Be early or on time for all sessions - 10 XP
[
- Join Mission Specialization Team - 10 XP
[
- Participate in Briefing Discussion 5 times - 10 XP
[
- Participate in Briefing Discussion 10 times - 10 XP
[
- Get perfect scores on every random encounter - 25 XP
[
- Participate in Random Encounters 5 times - 50 XP
[
- Participate in all Random Encounters - 25 XP
[
- Earn Extra Points for your team during a Random Encounter - 25 XP
[
- Participate in 2 Freewrites - 20 XP
[
- Attend individual debriefing - 50 XP
[
- Complete Mission 1 - 50 XP
[
- Complete Mission Report 2 - 50 XP
[
- Complete Mission Report 3 - 50 XP
[
- Complete Mission Report 4 - 50 XP
[
- Complete Comprehensive Field Report - 100 XP
[
- Complete Presentation of Comprehensive Field Report - 25 XP
[
- Make significant revisions to 1 or more Mission - 50 XP
[
- Attend First Team Meeting day - 10 XP
[
- Attend all Team Meeting days - 25 XP
[
- Attend Team Op meeting - 50 XP
[
- All team members attend the team meetings AND Op meeting-50 XP
[
- Reach level 5 - 5 XP
[
- Reach level 10 - 5 XP
[
- Reach level 15 - 5 XP
[
- Reach level 20 - 5 XP
[
- Complete Game - 100 XP
[
- Complete Game with all 6 lives remaining (hard mode) - 75 XP
[
- Visit the SSC - 25 XP
[
- Complete all assignments PLUS bonus movie review - 10 XP
[
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]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]
]

B.3 List of Achievements
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.
27.
28.
29.
30.
31.
32.
33.

- “Welcome to the Hellmouth” - Get a copy of the Syllabus/strategy guide - 5 XP
- “This is my boomstick!” - Create Avatar - 5 XP
- “But, today is Tuesday Too!” - Attend 5 Briefings - 10 XP
- “Still Alive” - Attend 10 Briefings - 10 XP
- “Early Bird” - Be early or on time for all sessions - 10 XP
“Teamwork x2 Combo” - Join Mission Specialization Team - 10 XP
- “Conversationalist” - Participate in Briefing Discussion 5 times - 10 XP
- “Scholar” - Participate in Briefing Discussion 10 times - 10 XP
- “BOOM! Headshot!”- get perfect scores on every random encounter - 25 XP
- “Battling With Monsters” - Participate in Random Encounters 5 times - 50 XP
- “Monster Slayer” - Participate in all Random Encounters (quizzes) - 25 XP
- “Critical Hit” - Earn Extra Points for your team during a Random Encounter- 25 XP
“Wordvomit” - Participate in 2 research exercises (Freewrites) - 20 XP
“Solo Battle” - Attend individual debriefing (conference) - 50 XP
- “Son, We Just Crossed The Street!” - Complete Mission 1 (Argument of Fact) - 50
XP
- “I am a Librarian!” - Complete Mission Report 2 (Annotated Bibliography) - 50 XP
“I’ve Got A Theory” - Complete Mission Report 3 (Research Proposal) - 50 XP
- “What Doesn’t Kill You…” - Complete Mission Report 4 (Literature Review) - 50
XP
- “For Science. You Monster.” - Complete Comprehensive Field Report (portfolio) 100 XP
“Stay a While and Listen” - Complete Presentation of Comprehensive Field Report
(portfolio) - 25 XP
- “Tactical Advantage” - Make significant revisions to 1 or more Mission - 50 XP
- “Don’t Split The Party” - Attend First Team Meeting day (peer review) - 10 XP
- “Leave No One Behind” - Attend all Team Meeting days (peer review) - 25 XP
- “Big Damn Heroes.” - Attend Team Op meeting (Workshop day) - 50 XP
- “Among the 1337” - Win the Team vs. Team Workshop - 50 XP
- “Hunter” - Reach level 5 - 5 XP
- “Watcher” - Reach level 10 - 5 XP
- “Slayer” - Reach level 15 - 5 XP
- “Champion” Reach level 20 - 5 XP
“Survivor” - Complete Game - 100 XP
“Invincible” - Complete Game with all six lives remaining (hard mode) - 75 XP
- “Medkits over here!” - Visit the SSC - 25 XP
- “Pick the Flowers” - Complete all assignments PLUS bonus movie review - 10 XP
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B.4 Avatar Assignment
Mini-Mission: Create your Avatar
As explained in the Game Tutorial, your avatar is the pseudonym you will use during
class sessions and while posting on the discussion board. Avatars are used to encourage
personal creativity, expression, and immersion in the framework of the game. Avatar
names can be as simple as a player’s nickname, a reference to a favourite celebrity or
fictional character, or a combination of words and numbers.
Students will present their avatars at the beginning of the second session. This
functions as an icebreaker and a get-to-know-you activity. Players will share their chosen
avatar along with a few personal anecdotes, outlined below.
As an example, the Game Master (GM)’s avatar is HexMeridian. Please create
an avatar that will not offend your classmates, and one that you will not mind being
addressed by, for instance, a nickname or abbreviation of your real name, like
‘CoolkidJohnnyRocks’ as opposed to ‘MisterPoopTrain95’. Unless you want to be
referred to as Mister Poop Train, in which case, the GM will refer to you as such.
To create your avatar:
1. go to the discussion board website (check your email. there’ll be a link to it in there
from me, I promise) and create an account. Use the avatar name you want to be referred
to by for the rest of the semester. When registering, use your UAH email account.
2. To edit your information, go to ‘Edit my profile’
3. Select ‘Personal Details’ to edit your profile to include your real name and location
4. Select ‘avatar and signature’ to add an avatar image and a signature, if you so desire
In Session:
1. Introduce yourself with your real name
2. Share your avatar name
3. Why you chose this avatar name
4. Share your major or area of academic interest, and your academic year (Freshman,
Sophomore, etc)
5. Share where you’re from
6. Share a couple of hobbies
7. Share a favourite monster, if you have one. If you don’t, tell us about a monster you
don’t like, are afraid of, dislike, want to know more about, etc.
Mission Due: Monday August 25th
XP Value: 5
Achievement: #2
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B.5 List of Student Avatars
adc96
BrotherDave
Chumzy
Cocahontas
Cold As Carl
Cox Box
DenizenZero
Durbatulûk
emily
Evan the Indiscriminate
Gendomo
MedicWho
MJay
Nightspore
Ninjamonkey
RoslinJade
Sierra The Grey Warden
SouthernBelle
TaylorGilbert
TeslaFide
Tortoppotomus
Viper2115
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B.6 Course Syllabus
Into the Abyss
English 102: Composition II
Section 02: MW 12:45pm - 2:05pm
Morton Hall 238
________________________________________________________________________
Instructor: Mx. Lora M. Hibbard a.k.a. HexMeridian
Email: lmh0014@uah.edu Office: Morton Hall 232k
Office Hours: M 2:30-3:30pm, T 3:30-4:30pm, and by appointment
Class Website: https://sites.google.com/a/uah.edu/into-the-abyss/
________________________________________________________________________
Prerequisite: English 101 or Equivalent
Objectives:
- Combine elements of the traditional composition class with elements of a horror
videogame in order to engage, immerse, and educate students.
- Introduce students to primary research, secondary research texts, academic analysis and
writing.
- Use rhetoric specific to different writing needs and audiences.
- Use of different critical reading, analysis, and writing approaches.
Format:
“Battle not with monsters, lest ye become a monster, and if you gaze into the abyss, the
abyss gazes also into you.”
-- Friedrich Nietzsche
Welcome. This class is designed as a cooperative horror strategy game named Into the
Abyss. You, the players, have been gathered at Headquarters (the classroom) to help
combat the forces of darkness - monsters most foul - that threaten the very existence of
humankind. Your role in the fight is not on the front lines, but in the background, doing
research and collecting information to aid in the ultimate understanding of humanity’s
interaction with monsters and the monstrous.
The class is designed as a game with the goal of creating a level of immersion in
the subject matter that will aid in the construction of cohesive and interesting
research and the composing of academic papers. The gameplay format will also
provide players with rewards as they gain experience points and level up throughout the
semester. To win this game, players must acquire knowledge, and the extent of this
knowledge will be reflected in their final level.
Players will attend sessions (classes) twice a week, where they will arrive
prepared for discussion of assigned reading material during an in-class briefing. Players
will also be divided into teams during the third week of the semester, and these teams
will function as a support system, method of feedback, and a chance for players to gain
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more experience and level up faster as they work on major assignments, or missions.
Players’ final Experience (XP) totals will be determined by solo work, but can be
boosted by effective teamwork.
Grading Procedure:
Players begin on the first day of class at Level 1. Level 20 is the highest level you can
achieve. You must successfully reach at least level 12 to complete the minimum
requirements of the game and pass the class. You will be awarded experience points, or
XP, for attendance, participation, and successfully completing missions. As you receive
XP, you will level up over the course of the semester. Your level will be determined by
XP on a 2000 XP scale, and the XP scale will determine your final letter grade for the
course.
Level

XP

Letter Grade

One

0

F

Two

40

Three

120

Four

220

Five

340

Six

480

Seven

640

Eight

820

Nine

1020

D-

Ten

1260

D

Eleven

1340

D+

Twelve

1400

C-

Thirteen

1460

C

Fourteen

1540

C+

Fifteen

1600

B-

Sixteen

1660

B

Seventeen

1740

B+

Eighteen

1800

A-

Nineteen

1860

A

Twenty

2000

A+
107

“Saving people. Hunting Things. The Family Business.”
-- Dean Winchester
Required Missions:
- Mission 1: Arguments as applied to a Text (2-5 pages)
- Mission 2: Annotated Bibliography (6-8 sources)
- Mission 3: Research Proposal (2-4 pages)
- Mission 4: Literature Review (2-3 pages)
- Final Mission: Research Paper (6-8 pages)
- Final Field Report - includes portfolio collection of previous missions, as well as a
reflection essay and bonus assignments
Attendance, Participation, and Conduct:
Much like any other game, Into The Abyss has a lives system. Each player has SIX lives.
Every time a player does not attend a briefing session (class), they automatically lose one
life. Losing all six lives results in death (or at the very least, failure to meet the
requirements needed to level up and pass this course). Players involved in activities that
cause excused absences such as academic-sanctioned sports should contact me with their
schedules as soon as possible.
Briefing sessions will involve partial lecture and partial discussion. Please come
to briefings prepared to participate in discussion of the assigned reading materials. There
will be a class discussion board available for you to post your thoughts on the assigned
readings. Intelligent and regular participation in discussion will result in XP and
additional achievements. Further, Random Encounters (reading quizzes) on the subject of
the reading material shall occur without warning at various points in the schedule. Unless
required for class activities, all phones should be silenced and remain in bags or pockets.
Cell phone use during a session will result in a loss of attendance XP for the day.
Players will also participate in scheduled Team Meetings, which will give team
members an opportunity to work together, share ideas for research topics, and give each
other feedback on in-progress paper drafts. These Team Meetings will be scheduled in
advance, and players are expected to attend with drafts of their work and a willingness to
discuss each other’s research.
See UAHuntsville Guide to Composition for course policies on plagiarism, how to
contact disability services, the SSC, and other useful information. See the game tutorial
for further information on the above points.
“All knowledge is worth having.”
-- Jacqueline Carey
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Required Texts (available at the UAH Bookstore):
Monsters - Edited by Brandy Ball Blake and Andrew Cooper
Everything’s an Argument: Sixth Edition - Edited by Andrea A Lunsford and John J.
Ruszkiewicz
Guide to Composition: Third Edition - Edited by Alanna Frost, Kylie Lemon, and L.
Hibbard
Calendar:
M= Monsters, EA = Everything’s an Argument, SR = Supplemental Reading
Date

Briefing

Readings

W Aug 20

Game Introduction

n/a

M Aug 25

Monster Culture

Introduction and
Monster Culture: Seven
Theses - M p 1-28 (28
pages)

W Aug 27

The Uncanny. Silent Hill. The Uncanny - M p
171-191 (20 pages)

Discussion

M Sept 1

LABOR DAY - no
meeting

-

-

W Sept 3

‘Parasites and Perverts’.
Teams created

Parasites and Perverts M p 123-136 (13 pages)

Discussion

M Sept 8

Movie - Bram Stoker’s
Dracula

Dracula - M p 113-122
(9 pages)

W Sept 10

Movie - Bram Stoker’s
Dracula
Assign Mission 1

Arguments of Fact - EA
p 152-172 (20 pages);
Shitty First Drafts (SR)

Discussion

M Sept 15

Team Meeting Day Intro to Google Sites

n/a

Draft of
Mission 1

W Sept 17

Research and Finding
Sources. King of Bees in
Fantasy Land.

Finding Sources - EA p
410-433 (23 pages)

Mission 1
DUE,
Discussion

M Sept 22

Research Topics.
Assign Mission 2

n/a

Research Topic
Idea

W Sept 24

Monsters, Violence, and
Media. Doom.
Assign Mission 3

Killing Monsters - M
p 219-229 (10 pages)

Discussion
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Due Today

Personal
Avatar,
Discussion

M Sept 29

Monsters as the
Mindless; Left 4 Dead

Romero’s Zombie Films Mission 2
- M p 55-61 (7 pages)
DUE,
Discussion

W Oct 1

Team Meeting Day Google Sites Work

n/a

Draft of
Mission 3

M Oct 6

Creating Monsters,
Critiquing Society.
Assign Mission 4

Frankenstein and
Frankenstein: A
Feminist Critique of
Science - M p 35-53 (18
pages)

Mission 3
DUE,
Discussion

W Oct 8

Individual Debriefings No Class

n/a

M Oct 13

Individual Debriefings No Class

n/a

W Oct 15

Team Meeting Day

n/a

Draft of
Mission 4

M Oct 20

Monstrous points of
view. Bioshock.
Assign Final Mission

The Strange Case of Dr.
Jekyll and Mr. Hyde M p. 79-93 (14 pages)

Mission 4
DUE,
Discussion

W Oct 22

Monstrous
Representation. Resident
Evil 5. Sign up for
Presentations

Race and Ethnicity in
Twilight; Horrors of
Race: Candyman - M p
155-178 (23 pages)

Discussion

M Oct 27

Final Mission
Presentations

n/a

W Oct 29

Final Mission
Presentations. Team
Operations sign up

n/a

M Nov 3

Team Operations

n/a

W Nov 5

Team Operations

n/a

M Nov 10

Revision I - Revision
overview

n/a
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Draft of Final
Mission

Final Mission
DUE

W Nov 12

Team vs. Team Revision
Workshop. Vote on
Movie

n/a

M Nov 17

Movie - class vote
Assign Final Field
Report

n/a

W Nov 19

Movie - class vote
Assign reflection, bonus
movie review

n/a

M Nov 24

Team Meeting Day.
Game Postmortem,
Feedback, Evaluations.

n/a

W Nov 26

THANKSGIVING
BREAK - NO CLASS

n/a

M Dec 1

Final Field Report - Due
via Google Sites

n/a

Draft of
Reflection
Assignment

Final Field
Report DUE

* Calendar is volatile and subject to change. Changes will be announced in class or over
email *
Notes:
This class is a pilot test of a teaching method that makes used of integrated
gamification in the composition classroom, and is research I am compiling for my
Masters Thesis. Players will be surveyed at the beginning and end of the semester about
their thoughts on the success of this game structure. Players will be required to complete
an informed consent form, and participation in the research is voluntary. Comments may
be used anonymously for research purposes.
Previous knowledge of videogames or game terminology is not required, and the
course should still be useful and enjoyable regardless of the players’ previous experience,
or lack thereof, with games and game culture. Please contact me by email or during office
hours if you have any questions that are not covered in the game tutorial.
Trigger Warning Procedure:
This class will include the discussion of sensitive and sometimes disturbing
topics, as it deals with the characterization of monsters and monster culture. We will also
be watching video clips, movies, and game footage that could be characterized as
containing disturbing mature content. I will do my best to give thorough warnings and
information on the nature of that content before the day it is assigned.

111

If you, the player, have any specific trigger warnings you wish to share with me,
please email me or speak with me during office hours. A trigger warning is a verbal
notifier of a sensitive topic, similar to a movie or videogame rating. These will be
discussed in more detail on the first day of class. If you know of a topic, subject, or
scenario that triggers a severe emotional or physical response, please notify me.
Note that a triggered response is not the same as simple discomfort or fear of the
unknown. If the topics we discuss in the class make you uncomfortable, I encourage you
to bring these feelings to the forefront of class discussion. Monsters are meant to provoke
discomfort and fear, and sometimes the best way into analysis is questions and expression
of discomfort. The key is open communication, so do not be afraid to express yourself
during class briefings or on the class discussion board.
Into the Abyss is rated M for Mature.
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B.7 Lesson Plan Examples
B.7.1 - Session 1 - Game Introduction and handouts (August 20 2014)
Time available: 12:45pm-2:05pm (1hr 20 mins)
- Welcome statement and an intro video (5 minutes)
- L4D intro video https://www.youtube.com/watch?v=7hnnMEv7A_w
- Explain the game in brief (5-10 minutes)
- Welcome to Into the Abyss.
- This composition class is designed as a game.
-Over the course of the semester you will earn experience points, level up, and get
achievements for your progress.
- The goal here is to take a class that none of you are probably that excited about,
and change it up.
- Hand out syllabus
- Explain the syllabus (15 minutes)
- Go over it, expand on points, esp plagiarism and tutoring (though we’ll
talk on that later in the semester)
- Hand out tutorial guide
- explain tutorial guide (5 minutes)
- Explain the achievement system - Everyone gets the first achievement, ka-doop
- In-class writing: Monsters Definition (15 minutes)
- Survey (10 minutes)
- Hand Out Avatar Mini-mission
- explain avatar assignment (5 minutes)
- Prep work for the next session (5 minute explanation)
- How to log into the class site and message board
- Avatar assignment
- Read ‘Introduction’ and ‘Monster Culture: Seven theses’ -- 28 pages
- Either post a response OR come prepared for discussion
- Check your UAH emails for links to everything
- XP for the day
- Attendance (10)
- Briefing (10)
- Ach 1 - receive syllabus (5)
- Total: 25
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B.7.2 - Session 3: The Uncanny (August 24 2014)
Time available: 12:45pm-2:05pm (1hr 20 mins)
- Announcements (5 min) - 20 people at level 2, leaderboard now posted, everyone who
presented got achievement 2
- SSC
- Briefing 2
- Discuss The Uncanny (5 min)
- What did you like?
- What did you not like?
- What was challenging?
- What is freud’s main argument? Where in the text do you get this information?
(15 min)
- Situates “the uncanny” as a distinct part of “fearful” (pg 179)
- Defines “the uncanny” as “that class of the terrifying which leads back to
something long known to us, once very familiar” (pg 180)
- Refines his definition to something that is both familiar and hidden
without resolving the seeming conflict (pg 181)
- Offers another theory on what arouses this feeling: uncertainty of the
life of an object (pg 181) - the “uncanny valley”, dolls and puppets, Toy
Story
- Accounts for the unresolved portion by his own previous definition,
offering the resolution to the difficulty of being both familiar and hidden
by speaking of repression (pg 184-185)
- Offers further proof about the act of repression and other acts of the ego
that support his theory in looking at “the double” and reaction to death
(pg 185-190)
- Concludes stating “An uncanny experience occurs either when
repressed infantile complexes have been revived by some impression,
or when the primitive beliefs we have surmounted seem once more to
be confirmed.” Which can be done in literature through understood
fantasy or through literature that attempts to pass as real.
- the number thing - 34 p. 188
Contemporary example
- How does he structure his argument? (5) min
- Global structuring: largely problem/solution and from theoretical to
practical application (pg 181/pg 188)
- Jargon: oedipal, repression, psychoanalytic, etc…
- Instances of the Uncanny (20 min)
- Silent Hill 2 as it applies to the Uncanny
- the return to the familiar
- the primitive - fear of what lies beyond the line of sight - fog
- white noise
- doubling - Maria
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- the uncertainty of life of an object
- repressed sexuality - sexualization of the monsters, the double of his wife
- Group up (different groups from last session) to look at global and local ideas (10 min)
- Explain assignation of teams (10 mins)
- Take the sign-up sheets, fill them out, return them
- Write down a monstrous feature or monster you find interesting
- write down two people you want to be in a group with
- write down two people you do not want to be in a group with
- If you have no preference, leave it blank -- these preferences will be
anonymous
- Happy Labor day!
- XP for the day
- Attendance (10)
- Briefing (10)
- Total: 20
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B.8 Final Mission
Final Mission: Research Paper
Assigned 10/20/2014
Due Dates:
10/29, Wednesday

Draft Due (bring hard copies to class to turn in to your
group and instructor)
Drafts to Team Operations (bring reviewed copies)
Final Due (Bring 1 hard copy to class to turn in)

11/3 OR 11/5
11/10, Monday
Assignment:
Research and write an essay relating to monsters in which you incorporate the work of
other scholars and/or your own firsthand research to back-up your own an original
argument. The essay will represent your attempt to research and answer your research
question.
Requirements:
Your essay must use at least 5 sources, you may choose to use primary source/s (i.e.,
information you gather yourself through interviews, surveys, artifact examination,
personal experience or observation, etc.) or secondary sources to meet this requirement.
The length requirement for this essay is 6-8 pages not including the Works Cited page.
Purpose:
Your purpose in this assignment is to demonstrate your ability to write a longer
researched essay in which you incorporate primary and/or secondary research. This
assignment will require you to use critical thinking skills to form a thesis and to select
appropriate evidence to support that thesis. You will also demonstrate your ability to
identify and incorporate the work of others to support your thesis. You will be expected
to follow MLA conventions.
XP Rubric:
Research Paper
Introduction
Does the introduction set the tone and purpose for
the essay?
Thesis
Is the thesis clear? Does it make a claim (that your
paper will defend)?
Supporting Ideas
Does the essay present supporting ideas for the
thesis? Are all presented ideas relevant to the thesis?
Evidence
Do you provide sufficient analysis and evidence to
support your conclusions?
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Available Earned XP Comment
XP
s
5

10

20

20

Sources
Have you selected appropriate sources? How well
do you incorporate these sources into your essay?
Organization
Is the organization clear and logical with appropriate
transitions?
Conclusion
Does the essay include a satisfying conclusion?
Proofreading
Has the proposal undergone basic proofreading?
MLA
Does the essay follow MLA conventions with
proper documentation for sources?
Length requirement
Is the essay at least 6-8 pages?
Total XP

117

10

5

5
10
10

5
100

B.9 Roster Example (for November 12th)
Avatar

Attendance Workshop

Win? XP

Level Achievements

[AVATARNAME]

10

50

yes 1277

10

Ach 25, 27

[AVATARNAME]

10

50

1614

15

Ach 23, 28

[AVATARNAME]

10

50

1658

15

Ach 23, 28

[AVATARNAME]

10

50

yes 1694

16

Ach 23, 25, 28

[AVATARNAME]

10

50

1441

12

Ach 23

[AVATARNAME]

10

50

yes 1179

9

Ach 25

[AVATARNAME]

10

50

1026

9

[AVATARNAME]

8

50

1683

16

Ach 23

[AVATARNAME]

10

50

yes 1764

17

Ach 23, 25

[AVATARNAME]

8

50

1441

12

Ach 23

[AVATARNAME]

10

50

1539

13

Ach 23

[AVATARNAME]

0

0

762

7

[AVATARNAME]

10

50

1519

13

Ach 23

[AVATARNAME]

10

50

1665

16

Ach 23, 28

[AVATARNAME]

10

50

1522

13

Ach 23

[AVATARNAME]

10

50

1190

9

[AVATARNAME]

10

50

1579

14

Ach 23

[AVATARNAME]

10

50

984

8

Ach 23

[AVATARNAME]

10

50

1498

13

Ach 23

[AVATARNAME]

8

50

1369

11

Ach 23

118

B.10 XP Template Example
[STUDENTNAME]: Level 20, 5
Lives

Weds Aug 20

Attendance (10)
Briefing (10)

Mon Aug 25

Weds Aug 27

10

10

10

10

10

10

Random Encounter (10)
Random Encounter Score (0-10)
Team Meeting (50)
Mission Score (70-100)
Portfolio Score (200)
Extra Credit (25)
Achievement 1 (5)

5

Achievement 2 (5)

5

Achievement 3 (10)
Achievement 4 (10)
Achievement 5 (10)
Achievement 6 (10)
Achievement 7 (10)
Achievement 8 (10)
Achievement 9 (25)
Achievement 10 (50)
Achievement 11 (25)
Achievement 12 (25)
Achievement 13 (20)
Achievement 14 (50)
Achievement 15 (50)
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Achievement 16 (50)
Achievement 17 (50)
Achievement 18 (50)
Achievement 19 (100)
Achievement 20 (25)
Achievement 21 (50)
Achievement 22 (10)
Achievement 23 (25)
Achievement 24 (50)
Achievement 25 (50)
Achievement 26 (5)
Achievement 27 (5)
Achievement 28 (5)
Achievement 29 (5)
Achievement 30 (100)
Achievement 31 (75)
Achievement 32 (25)
Achievement 33 (10)
Totals Per Session

25

25

20

Aggregate Total

25

50

70

Level Progression

1

2

2

Midterm Grade
Final Grade
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APPENDIX C

SURVEY RESULTS

C.1 - raw survey data pre semester survey
EH 102 Survey
Academic Year: Freshman: 9 Sophomore: 4 Junior: 2 Senior: 1 Grad: 0 Other: 1
Major: Accounting, Aerospace Engineering, Aerospace Engineering, Business,
Chemical Engineering, Chemistry, Computer Engineering, Computer Engineering,
Electrical Engineering, French/Spanish, HR Management, Mechanical Engineering,
Nursing, Russian, Science, Undecided, Undecided
1. What writing classes have you taken before EH 102? (select all that apply)
__ a. EH 101 at UAH: 3
__ b. EH 101S at UAH: 1
__ c. Composition 101 equivalent at a different academic institution: 7
__ d. High school English classes at the AP level: 6
__ e. High school English classes at the base level: 6
__ f. Other: 2
2. What grades did you receive in past writing classes? (select one)
__ a. Mostly As: 7
__ b. Mostly Bs: 9
__ c. Mostly Cs: 1
__ d. Mostly Ds: 0
__ e. Mostly Fs: 0
3. What grades do you expect to receive in this writing class? (select one)
__ a. Mostly As: 13
__ b. Mostly Bs: 3
__ c. Mostly Cs: 1
__ d. Mostly Ds: 0
__ e. Mostly Fs: 0
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4. How much effort did you put into past writing classes? (select one)
__ a. I performed to the best of my ability: 6
__ b. I put in equal effort to my other classes: 7
__ c. I put in less effort than I did for my other classes: 4
__ d. I did not put in any effort: 0
5. How much interest did you have in past writing classes? (select one)
__ a. Strong interest: 4
__ b. Moderate interest: 5
__ c. Not a lot of interest: 4
__ d. No interest at all: 3
6. How interested are you in taking this writing class? (select one)
__ a. Very interested: 12
__ b. Somewhat interested: 5
__ c. Not very interested: 0
__ d. Not at all interested: 0
7. Why are you enrolled in this class? (select one)
__ a. It’s required for my degree: 15
__ b. I’m interested in improving my writing skills: 1
__ c. Other: 1
8. Which of the following have you studied in previous writing classes? (select all
that apply)
__ a. Academic articles: 13
__ b. Literary works: 15
__ c. Television or Video clips: 7
__ d. Full-length movies based on literary works: 8
__ e. pop-culture texts e.g. graphic novels: 2
__ f. Videogame texts: 1
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9. What experience do you have with gameplay and videogames? (select all that
apply)
__ a. No experience: 0
__ b. Second-hand experience (a family member/friend who plays games): 4
__ c. Some casual experience (games on facebook, phone apps): 4
__ d. Some mainstream gaming experience (games on computers or platforms
such as XBox or Playstation played once or twice): 5
__ e. A lot of mainstream gaming experience (I play games on computers or
platforms such as XBox or Playstation often as a hobby): 11
__ f. Hardcore gaming (I play games as a primary hobby or am interested into
going into gaming or the gaming industry professionally): 3
10. Would you be willing to participate in two follow-up interviews about your
experience in this writing class? (select one)
__ a. Yes: 15
__ b. No: 2
11. If yes, write your name and email address in the space below:
______________________________________________
______________________________________________

C.2 - raw survey data post semester survey
EH 102 End-of-Semester Survey
Academic Year: Freshman: 6 Sophomore: 5 Junior: 2 Senior: 1 Grad: 0 Other: 0
Major: Accounting, Aerospace Engineering, Aerospace Engineering, Biology, Chemical
Engineering, Chemistry, Computer Engineering, Computer Engineering, Electrical
Engineering, Graphic Design, History, Nursing, Undecided, Undecided
1. How much effort did you put into this writing class? (select one)
__ a. I performed to the best of my ability: 4
__ b. I put in equal effort to my other classes: 7
__ c. I put in less effort than I did for my other classes: 2
__ d. I did not put in any effort
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2. Which aspects of this course did you find effective in teaching writing? (select all
that apply)
__ a. Lectures on course content: 3
__ b. Discussions of course content: 13
__ c. Use of film and television texts: 13
__ d. Use of videogame texts: 12
__ e. Peer review and group work: 8
__ f. Other: 1
3. Which aspects did you NOT find effective in teaching writing? (select all that
apply)
__ a. Lectures on course content: 5
__ b. Discussions of course content: 0
__ c. Use of film and television texts: 0
__ d. Use of videogame texts: 1
__ e. Peer review and group work: 8
__ f. Other: 1
4. How effective were the videogame texts in demonstrating topics related to the
course material? (select one)
__ a. Very Effective: 7
__ b. Somewhat Effective: 7
__ c. A little Effective: 0
__ d. Not at all Effective: 0
5. How effective was the gamified class format in your comprehension and
application of the course material? (select one)
__ a. Very Effective: 10
__ b. Somewhat Effective: 3
__ c. A little Effective: 1
__ d. Not at all Effective: 0
6. Would you take a class in a gamified format again? (select one)
__ a. Yes: 13
__ b. No: 1
7. Would you take a class containing this subject matter again? (select one)
__ a. Yes: 11
__ b. No: 2
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8. How much do you think your writing skills have improved over the course of the
semester? (select one)
__ a. My writing skills have improved a lot: 6
__ b. My writing skills have improved a little: 6
__ c. My writing skills have not improved: 1

9. What final grade do you expect to receive in this writing class? (select one)
__ a. A: 8
__ b. B: 5
__ c. C: 1
__ d. D: 0
__ e. F: 0
10. What additional comments do you have about the format of this class and its
effectiveness in teaching course content?
________________________________________________________________________
________________________________________________________________________

C.3 - student responses to question 10 of the post semester survey
C.3.1
“I really enjoyed this class. It taught the material in a way that was entertaining and
enjoyable to learn. I really liked the fact that we were able to be very engaged in the
material. Definitely my favourite class of the semester, I loved the laid back atmosphere.”
C.3.2
“I think it was a really effective course and the videogames and texts, movies truly did
elaborate on a lot of points it combined all aspects of learning visual learning, through
movies, audio learning through lectures, and visual and audio learning simultaneously
through video games because you actually practiced what you learned.”
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C.3.3
“The xp earning and leveling up were great at keeping me engaged. However, since this
is still a class that has a grade attached to it, I would like to see my grade shown more
explicitly. Perhaps have a Mary Sue character on the class leaderboards to show how
many points are potentially available at a certain point in time.”
C.3.4
“I believe that the format of this class was good, especially for this being your first time
teaching something like this. Great job! :)”
C.3.5
“I enjoyed how this class was taught. The style of the class was interesting and helpful.”
C.3.6
“Overall, very well done, and while I do wish that more gamification aspects were added
to the class, I still enjoyed it thoroughly.”
3.3.7
“I loved this class. I love monsters + video games, so this is my favorite class.”
C.3.8
“I had a good semester at UAH B/C of this class it was a lot of fun”
C.3.9
“Me gusta much more interesting + did not make me want to kill myself. First eng. class
that I actually liked.”
C.3.10
“It was definitely worth the experiment and I think the class will be better in the future. I
think the biggest aspect that needs attention is keeping up with the gamified structure and
not letting it dissolve back into solely an english class.”
C.3.11
“the point system and achievements helped to keep motivation going”
C.3.12
“I think you should look into a Ps3 game “the last of us.” One of the best game ever
made! Up there with Silent Hill 2”
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C.4 Graph Results of the Pre-Semester Survey
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Question 1:

Question 2:
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Question 3:

Question 4:
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Question 5:

Question 6:

130

Question 7:

Question 8:
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Question 9:
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C.5 Results of the Post-Semester Survey
Question 1:

Question 2
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Question 3:

Question 4:

134

Question 5:

Question 6:
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Question 7:

Question 8:
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Question 9:
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